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Your throat’s on fire. This TiMf. Eyes bleed. Head pounds. This time. 
Neither rock nor steel will stand 1n your way. Neither choice nor chance 

WILL OPPOSE YOU. ThE CITY ABOVE IS THREATENED WITH EXTINCTION. MaKE NO MISTAKE, 
THE PRESSURE IS ON. TUNNEL B1 IS THE ONLY WAY IN. ThIS ISN’T GOING TO BE EASY. 
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PREVIEWS 


SOVIET STRIKE: 

After trawling through deserts and jungles, 
your new mission is to stop the perpetrators 
of the Cold War starting it all over again... 

MORTAL KQMBAT TRILOGY: 

Three games, all the characters, all the moves 
and all the combos. Is this the ultimate beat 
'em up or not? 

IRON MAN/X-O MANOWAR: HEAVY METAL: 

The Marvel Comics superhero comes face to 
face with Acclaim Comics' power-suited 
killing machine from an earlier age. 


BUBBLE BOBBLE 2: 

More platforming hi-jinks with those cute 
bronti Bub and Bob, seeking safety from the 
machinations of Von Blubber. 



FINAL DOOM: 

More imps, more cacodemons, more revnants 
and more lost souls. You, of course, have only 
the same weaponry. Good luck. 


DAVIS CUP TENNIS: 

As the summer of sport turns into an 
autumn of memories, the latest con¬ 
tender for the PlayStation tennis 
crown rears its raquet. 


ROBOTRONX: 

Another classic game updated for 
the PlayStation. Seek out those 
metallic meanies and save 
humanity from death. 
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COVER STORY 


B3TT3R RBD THAN D3AD: 18 

After redefining the shoot 'envup with the 
award-winning Desert Strik^^nd it's suc¬ 
cessors Jungle Strike andj/Dan Strike, the 
series is about to enter next generation. 
Developed by Electro* Arts in California, 
this is the first tim^^ey have openly talked 
about their latesi; project - and PlayStation 
Plus is the magazine offered the opportuni¬ 
ty to have an audience with the creators o^ 
Soviet Strike. 
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LICENCE TO SELL: 100 

Film stars, sjjjorting personalities, comic 
strip heroes... there was a time when you 
couldn't switch on a video games system 
without some famous face or other leering 
out at you. But take a look at the 
PlayStation shelves and you'll be hard 

pushed to find any licences at 
all. Okay, there's A/zen 
Trilogy, and soon 
there'll be Die Hard 
Trilogy. That's more 
or less it, so what 
happened? Have 
licence holders 
wised up to the 
games Industry and 
started asking for 
more money? Has the 
industry wised up to the 
fact that an awful lot of the 
licensed games of yore were a pile of crap? 
And are Ninties game players, particularly in 
the PlayStation market, too sophisticateci 
to translate a photo of Schwarzenegger on 
the box into a reason for purchase? 

RECULRR5 

NEWS: 

Squaresoft unveil plans for Final Fantasy VII, 
Viacom support the PlayStation, plus news on 
Reloaded, Soul Edge, Little Big Adventure 2 
anc/ToshInden Kids. 

MULTIMEDIA: 

Our regular column looking at the latest 
books, comics, videos and CDs with just a 
hint of a gaming connection. 

TIPS: 

A walk-through of Resident Evil alongside a 
selection of handy hints for Olympic Soccer. 

NEXT MONTH: 

Important news regarding the first birthday 
of PlayStation Plus. 

PLUS POINTS: 

Your views on the good ship PlayStation. 


REVIEWS 

TUNNEL B1: 48 

Neon's variation on the first person shoot 
'em up, but blasting away at guns, vehicles 
and boxes from Inside your own skimmer. 

TOBALNo.1: 

It's a beat 'em up. Sort of. It's an adventure 
gam^. Sort of. Well, whatever it is. Square- 
soft seem to have made it rather good. 

RAGING SKIES: 60 

You have a plane, missiles, even a cannon. 
What you need now is the ability to use all 
of these things and fly at the same time. 

SIM CITY 2000: 5 ' 

Build your own city, fill it with people, make 
contact with other cities and begin trade. 
And If you're bored, nuke 'em! 

TIME COMMANDO: 5^ 

Leaping through Earth's past and future, 
you have to stop a malignant computer virus 
and rescue the girl. Oh, and survive. 

BUBBLE BOBBLE PACK: 

Bub and Bob find lots of ways to encase 
whales in bubbles or squash bats with rain¬ 
bows. AJJ^fhis and Von Blubber, too. 

EARTHWORM ilM 2: 

He's long thin and pink, with arms, legs and 
a gum. Yup, Jim is back, his suit powered 
up, and ready to throw pigs at you! 

HYPER FINAL MATCH TENNIT 

A host of tennis players queueing up to 
gam e, set^pf l match y ou at various tourna- 
ments around the globe. 

SKELETON WARRIORS: 

A straightforward adaptation of the kiddie 
cartoon series sees you fighting wave after 
wave of boney meanies. 

POWER PLAY HOCKEY: 84 

Okay, It's not Friday 13th, but get those 
Jason masks out - it's the first entry Into 
the PlayStation ice hockey game stakes. 


ONE TO ONE 

TEKKEN-SH0KUNIN:14 

Tekken was Namco's first game to bear the 
results of their partnership with 
Sony. The astounding 
sequel, Tekken 2, 
stunned everyone with 
its breathtaking 
graphics and Incredi¬ 
ble attention to 
detail. Now 
PlayStation Plus 
tracks down the 
team responsible and 
finds out just how they 
did it... 











_ ..^^rsA iA#ac firct tn lav hanHq on a sneak * across a sprawling steam- 


aving announced it's defec 
I tion from the Nintendo 64 
I to the Sony PlayStation at 
the beginning of the year, 
precise details of 
Squaresoft's Final Fantasy 
VII are finally beginning to 
filter through to the UK. 
Final Fantasy VII. the lat¬ 
est instalment of the 
hugely popular role- 
playing series that 
has sold in excess 
often million units 
in Japan alone, 
was originally 
planned for the 
Nintendo console, 
but after specula¬ 
tion suggesting the 
machine's cartridge 
system was too limiting. 
Square made the move 
over to the PlayStation 
and CD. Due for 
release in Japan 
in December, 
PlayStation Plus 


was first to lay hands on a sneak 
preview of the mammoth RPC 
and can report that it promises 
to be every bit as good as it 
looks. 

Final Fantasy VII adopts 
a very different style 
from its predecessors, 
both in terms of presen¬ 
tation as well as the 
storyline. 

Interestingly, it's not set 
in the traditional RPC 
world of ores and 
goblins; the won¬ 
derfully directed 
opening 
sequence 
scanning 


across a sprawling 'steam- 
punk' cityscape plagued 
with corruption and 
deceit. 

The player takes 
control of a team of 
three adventurers, 
led by spiky-haired 
hero. Cloud. While 
exploring the 
intricately- 
detailed world 
only Cloud is visible, 
his two counterparts 
hidden from view. 
However, when a 
battle ensues, they 
draw their 
weapons ready to 


Square's titles: 


I Bushido Blade^ Final Fantasy Tactics, Saga Frontier. 



It has been a long time, but GTi's collection 
of some of the finest veteran coin-ops is 
finally set for release. Awarded 89% in 
PlayStation Plus Issue 8. 


BustJlMo¥e2 _ 

Proving that a good game is more than fancy 
rendered sprites, Bust-A-Move 2 is a simplis¬ 
tic puzzler which is immediately addictive. 
Awarded 92% in PlayStation Plus Issue 10. 


formula 1 _^- 

Psygnosis roar into pole position with a 
game so layered that it grows with the play¬ 
er. A landmark in software. Awarded 93% in 
PlayStation Plus Issue 11. 
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fight. Cloud wields a mighty 
sword that almost as big as him¬ 
self, while the hulking Barret has 
a gattling gun in place of his 
right hand. Aerith is skilled in 
the ways of magic, casting lethal 
spells on his unfortunate foes, or 
simply using powers to heal 
wounds. 

Combat is no longer turn- 
based, Square opting for a real¬ 
time system that uses time bars 
to determine recovery time 
between attacks. Each fight is 
depicted in 3D too, so each of 
the polygon characters can be 
viewed from practically any 
angle at almost any distance! 

In addition to Final Fantasy VII, 
Square also has another three 
games currently in development. 
Two of them are role-playing 
games, the first being Final 
Fantasy Tactics. Exact details are 
sparse at the moment, with little 
else known about the product 
apart from that it's apparently a 
F/na/fantasy aimed at beginners. 
Saga Frontier is also a role-play¬ 
ing game, one that adheres to 
the traditional hack 'n' slay 
theme and features sickly-sweet 
characters and cutesy graphics. 
Lastly, Bushido Blade 
is a beat 'em up, but 
one that's very differ 
ent from Square's 
other fighter. 


Tobal 
No.1. 

Rather 
than poly¬ 
gon warriors 
punching and grap¬ 
pling with each 
other, the battle is 
fought between 
sword-swinging 
Samurai. So far 
the presenta¬ 
tion looks awe¬ 
some but the 
actual game 
mechanics have 
yet to be proven 
Let's hope all 
three games live 
up to expecta¬ 
tions when 
they're 
released 
next year. 


Mflarferf 

As the PlayStation's Christmas 
line-up starts to take shape. 
Gremlin are beavering away on 
the eagerly-anticipated sequel 
to Loaded: Reloaded. Retaining 
the original's frenetic blasting 
and graphical effects. Gremlin 
have listened to complaints 
regarding the first game and 
have worked on adding variety 
to the game, via more weapons 
and characters. Loaded's end of 
game sequence showed the vil¬ 
lain of the piece, F.U.B coming a 
cropper in an impressive ren¬ 
dered sequence. It transpires, 
though, the the seemingly fatal 
end he met was but a smoke¬ 
screen, and F.U.B's brain pod 
made a miraculous escape from 
his damaged body, and fled to a 
desert planet populated by a 
band of hippy misfits and aspir¬ 
ing artists. Seizing control of the 
body of one such space bum, 
F.U.B's plans for world domina¬ 
tion were given the green light 
again, but not before he 
changed his name to C.H.U.B - 
Charming, Handsome, Erudite 
Bastard, as opposed to Fat, 

Ugly... well, you get the picture. 

As such, the chaotic shoot 'em 
up action which typified Loaded 
returns in a massively enhanced 
form, with Gremlin's in-house 
team creating seven new worlds 
for the player to devastate, and 
with 2000AD artist Jason Brashill 
returning to create new looks for 
the surviving heroes, and a hand¬ 
ful of all-new death-dealers. 
Following directly on from the 
events of the first game, the 




majority of Loaded's heroes have 
returned, with new additions to 
the ranks including Magpie, a 
gun-toting robo-nun, and a can¬ 
nibalistic misfit called The 
Consumer. Similarly, each of the 
eight characters have now been 
given a range of special moves 
which are performed using com¬ 
plex twists of the Dpad and 
frantic button combinations - 
and Gremlin have also upped the 
difficulty stakes by making the 
player's guns hazardous to the 
others players. In terms of 
gameplay additions. Gremlin are 
quick to point out the addition 
of puzzle aspects to the game, 
with the players now interrogat¬ 
ing key characters for informa¬ 
tion, although in keeping with 
the game's OTT nature, torture 
may be the only way to make 
them blab. And, with death¬ 
dealing being the mainstay of 
the game, points and extra abili¬ 
ties are added to players with 
the greatest number of kills or 
treasures collected. Reloaded is 
currently planned for a Novem¬ 
ber release, and the first full 
preview of the game will be 
gracing the next issue of 
PlayStation Plus. 






Tekken2 _ 

Namco come good with a PAL version of the 
greatest beat 'em up of all time. Sadly, word 
reaches us that the UK code is a bit slo-oow. 
Awarded 95% in PlayStation Plus Issue 8. 


Time EBinmanda _ 

Adeline and EA offer a unique slant on the 
beat 'em up and shoot 'em up genres which 
is let down by an iffy control system. Award¬ 
ed 81% In this issue of PlayStation Plus. 


Die Hard Trilafff _ 

Forget old game compilations, EA and Fox 
Interactive have put together three superb - 
and original - games, based on the movies. 
Awarded 92% in PlayStation Plus Issue 11. 
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On Trial: The Aura Interactor back- 

■ pack. Available September, priced 

■ £69.99. Strapped to one's back, 
the Interactor plugs into the PlayStation and, using an actuator 
that responds to bass sound waves, vibrates to each explosion from 
your favourite game. 

DOOM The perfect game to test the Interactor. Cranking the 
power up to maximum, the pack is at it's most effective when the 
chaingun rattles off buckets of ammunition, making the pack quiv¬ 
ers uncontrollably. Rocket explosions are equally meaty but their 
effect is dampened by the low-level background sounds - music 
and the growls of nearby enemies make the Interactor pulse 
intensely which is extremely distracting and, after a particularly 
heavy night beforehand, could lead to acute nausea. 

TEKKEN 2 Like Doom even the slightest noise triggers off the 
Interactor, so background music must be switched off to avoid cer¬ 
tain vomiting. The pack proves more effective with Tekken 2 than 
Doom, largely because there's less background noise. With each 
bone-crunching thump the pack vibrates, but this hardly gives the 
feeling of actually being in the game. Disappointing. 

GOLDIE The Interactor is designed to be compatible with music 
CDs as well as games, so what better way to test the backpack than 
with a bit of drum and bass. After enduring just one track it's diffi¬ 
cult not to feeling queasy - the pack furiously shakes with each 
low-pitched boom, causing your vision to blur and your stomach to 
turn. It may be more expensive than a night on the beer but the 
results are practically the same! 

OVERALL The Interactor is supposed to enhanced your gaming 
experience; it doesn't. What it does do is vibrate vigorously, make 
a hell of a lot of distorted noise and makes your vision blur. This, of 
course, makes it very difficult to concentrate n the game and there¬ 
fore renders it fairly useless. However, it's got great novelty value 
when used in conjunction with music CDs with only one drawback - 
as the in-built speaker is of such poor quality, the sound booming 
from the monitor must be cranked up high enough to drown out 
the distorted wail crackling the pack. An over-priced gadget that 
fails to inject excitement into games old or new. 



Warn 

SK pparts PlajiSlatim 


Viacom is the latest in a long line of respected publishers to sign up 
for the Sony's 32bit wonder machine. The American company cur¬ 
rently has five games in the pipeline, the first due to appear being 
Aeon Flux. It's a 3D adventure starring the sexy spy Aeon, and is 
based on the popular MTV animated series of the same name. 

Diving into the first-person perspective world of the delectable 
Flux, players must guide this buxom beauty through 35 levels of 
pistol-packing, puzzle-solving action. Filled with enemies and loads 
of ever-useful power-ups, one of Aeon Flux's most notable features 
is the use of motion-capture which realistically animates all of the 
Kung-Fu kicks and acrobatic moves that the gamer can pull off dur¬ 
ing the game. 

Another MTV-licenced game is Slamscape, a super-fast blast 'em 
up set in a freaked out cyberspace. Pilots control a rocket-powered 
skimmer across five bizarre mindscapes, rescuing trapped ids and 
grabbing precious energy pods to keep their craft running at maxi¬ 
mum power. As well as texture-mapped graphics running at a stag¬ 
gering 60 frames-per-second, Slamscape also boasts music by "hot" 
band God Lives Underwater, the American alternative to Guru Josh. 
Or something. 

Those interested in all things cyber will probably already heard of 
Snow Crash, as it's based on the similarly-titled novel by Neal 
Stephenson. Dragged into this 360** action game, players must nulli¬ 
fy the computer virus that's destroying the Metaverse computer 
network. Thanks to it's unique 'tether-cam' Snow Crash has a dis¬ 
tinctive feel to it, and with around forty missions on offer, there's 
more than enough challenge there. Deathdrome is yet another 
futuristic fight-to-the-death 
blasts which relies more on nifty 
joypad skills rather than intellec¬ 
tual prowess. To succeed, players 
will need to combine driving abil¬ 
ity with combat skills, and only 
then will they be able to survive 
the 3D horror that is Deathdrome. 

The third dimension seems to be 
the key to Viacom's releases, as 
The Divide: Enemies Within is a 
platform game - only in 3D. 

Stranded on a primitive planet 
after spending eons in hyper¬ 
sleep, the game dumps the hap¬ 
less gamer in the middle of furi¬ 
ous battle against cybernetically- 
engineered aliens across fifty 
levels of sensual overload. 

Expect more information on 
these promising titles in the 
coming months. 


Samurai _ 

Shoufiem RPE 

The stars of SNK's popular beat 
^em up^ Samurai Shodown are set 
to appear in a forthcoming RPG. 
The originally-titled Samurai 
Shodown RPC offers five charac¬ 
ters^ each of whom is equipped 
with special weapons and moves. 
The reason for the team's quest 
is as-yet undisclosed^ but SNK 
are promising a game with a map 
spanning over 4700 screens^ and 
containing over 200 enemy 
sprites. Based as it is on one of 
the bloodiest beat 'em ups 
around^ Samurai Shodown RPC is 
also incredibly violent, with 
fighting forming an integral part 
of the game. SNK have yet to 
find a UK distributor, but word 
reaches us that Sony are keeping 
an eye on this. 


Beep Sea 
Mvmiire 

Taking a break from their latest 
Toshinden releases, Takara are 
planning an ecological epic in 
the form of Deep Sea Adventure 
which is set for an imminent 
Japanese release. Earth is 
dying after many years of pol¬ 
lution, and one too many wars 
has upset the balance of 
nature, flooding the entire 
planet. In the darkest depths 
of the newly-formed dark 
oceans lie mysteries relating to 
the lost world of Atlantis, 
which could give new hope to 
man if he is to start again. 

While searching for these 
secrets, many men have gone 
missing, and one such man was 
the father of Deep Sea 
Adventure's hero, Chris. Deep 
Sea Adventure uses a number of 
game styles, with the trip to 
Atlantis resembWng Aquanaut's 
Holiday With similarly detailed 
sprites and cockpit view, while 
the actual Atlantean visit is 
akin to one of Squaresoft's 
RPGs. Deep Sea Adventure has 
yet to be confirmed as a UK 
release, but it certainly looks 
to be one of the better 
Japanese titles of late. 
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\Hmmm^ expanded head^ 


TashittdenKUs 1 

Following a trend started by j 
Sega and their Virtua Kids ■ 
offering^ Takara have been I 
ever-quick to jump on a band- j 
wagon with Toshinden Kids. All j 
your old Toshinden favourites i 
are present — Duke Lombard, | 
Kayin and Run-Go — but in a | 
shorter, cuter form, and with ■ 
bizarrely overgrown heads. i 
Similarly, all the old moves are j 
present, but the frequently j 
bizarre Japanese humour i 
comes to the fore, as limbs | 
extend as the characters fight | 
it out, and comedy sound J 
effects become the order of i 
the day. | 


little Big MventurB 2 

EA's stunning PC arcade/adventure. Little Big Adventure 2, is 
PlayStation-bound. One of EA's most critically-acclaimed games to 
date, Adeline are hard at work porting the game's many 3D locations 
over to the Sony machine. The game is set on the planet Twinsun, 
where a magician called Twinsen finds himself in the middle of an 
alien invasion plan, as space ships start to descend from the skies. 
The ships are piloted by seemingly-friendly aliens called Esmers who 
immediately win the trust of the locals. Too immediately. However, 
with the locals duped by them, our hero is whisked away to the 
Esmers' home planet, AZeelich, where he finds other magically-gift¬ 
ed people imprisoned. While in the dungeons, though, Twinsen 
learns that the Esmers plan to destroy his homeworld, so an escape 
bid begins with the player guiding him through hundreds of stunning 
locations, solving object-related puzzles and flexing his magic skills. 
PlayStation Little Big Adventure 2 is roughly 60% complete, and EA 
are anticipating a release towards the end of this year. 


Namco's PlayStation conversion of their stunning Soul 
Edge coin-op is now 75% complete, and the early indica¬ 
tions are that It exceeds the quality of Tekken 2 for the 
Sony machine. The original Soul Edge coin-op used the 

PlayStation System 11 board, and 
Soul Edge exists within a true 3D 
arena as seen in the likes of 
Toshinden as opposed to the 3D sprites 
within Tekken's 2D play area. Similarly, while 
the game's moves are every bit as realistic and easy to 
effect as those of Tekken 2, Soul Edge's major new addi¬ 
tion are a host of weapons. The game's ten characters 
each carry a weapon of some description, such as large 
swords, shields and axes. The addition of such weapons 
opens up new combo possibilities, and Namco have also 
extended the range of the characters' moves with a three- 
height blocking system, and a wider range of throws, 
kicks and punches. With motion-captured sprites and 
Namco using a smaller arena for 'ring out' opportunities, 
the Soul Edge coin-op was a worthy successor to Tekken 2. 
Although the game has yet to appear on Sony's 1997 line-up, 
a PAL release is a certainty, continuing the healthy relation¬ 
ship between Sony and Namco. The Japanese release of the 
game is set for sometime in November, and Sony are almost 
certain to speed the PAL conversion along for an early 
1997 release — with no PAL borders if their promises 
of no more lazy UK conversions is to be believed. 


Sato Cit y _] 


Merit Studios are the devel¬ 
opment team responsible for 
a number of secondary format 
conversions for Codemasters, 
and are set to make their 
PlayStation debut with a 
futuristic thriller called (and 
set in) Sato City. Sato City is a 
dark, dangerous place where 
big corporations rule every¬ 
thing, and where anything can 
be bought at a price. Virtually 
everybody in the city is on the 
poverty line, and the corpora¬ 
tions are renowned for 
strong-arm tactics to keep the 
citizens in check. Enter the 
player as Skinner, an ex-sol- 
dier just back from one of the 
many wars. In the time 
Skinner has been away, the 
conditioning controlling the 
majority of the populace has 
worn off, and he wants his 
girlfriend Lynette to experi¬ 
ence the freedom of mind 
he enjoys. However, on 
returning to take her away 
from the city, Lynette has 
been kidnapped, 
and the journey 
through Sato City to 
find her begins. Sato 
City is a full 3D land¬ 
scape, and 
Skinner's mission 
takes him through 
high-resolution 
polygon-based 
stages, with the 
Skinner sprite 
fully interactive 
with the objects and 
people around him. A 
release date has yet to 
be set, but Sato City 
should open its doors 
nearer Christmas. 




NEED HELKWITH TOUR: 

CALL oom sol 


DO YOU HAVE A PLAYSTATION HAflIT? DESPERATE FOR TIPS ON RIOGE RACER REVOLUTION AND ALL THE LATEST GAMES? 
CRAVING FOR DETAILS ON FUTURE RELEASES AND COMPETITIONS? CALL POWERLINE. WE RE HERE TO HELP YOU DEAL WITH YOUR 
ADDICTION 24 HOURS A OAY, 7 DAYS A WEEK, 365 DAYS A YEAR. ALL CALLS WILL BE TREATED IN THE STRICTEST CONFIDENCE. 


and “PlayStation" are trademarks of Sony Computer Entertainment Inc. “TouchTone service, calls are charged at 25p/min cheap rale. 39p/min at all other times (correct at Apr ’96). Calls cost no more than £2.99. Please seek permission from the bill payer before making the call." ' Adcall, P.O. Box 3000. London N20 9HR0. 
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RECOMMENDS 

DIE HARD TRILOGY 
Fox Interactive's realisation of 
the classic films as three sepa¬ 
rate games is absolutely stun¬ 
ning. The pack not only offers 
a game that out cop's Sega's 
Virtua Cop. but features one of 
the best driving games the 
PlayStation has seen to date. 
Excellent value. 




OLYMPIC SOCCER 
It may not look that hot, but 
Eidos' superb kick around is 
the most playable footie game 
since Sensible Soccer for the 
Amiga. A wealth of moves, 
instinctive play, and intelligent 
CPU sides ranks this well 
above the likes of Actua Soccer 
and Adidas Power Soccer in the 
PlayStation premier League. 


FORMULA 1 

Whether you're a fan of Virtua 
Racing or have ever wanted to 
get to grips with a real Form¬ 
ula 1 car, this is the perfect 
game. Formula 7 is a rarity, a 
game that grows with the play¬ 
er. You'll start off on automat¬ 
ic, but gradually you'll opt for 
real gears and no corner assist. 
A modern-day classic. 



RESIDENT EVIL 
Capcom's superb 
arcade/adventure is finally 
here in its PAL form, and with 
only minimal screen borders 
and a handful of gore cut out. 
That aside. Resident Evil is an 
engrossing adventure with 
more plot twists than an 
episode of Scooby-Doo, and a 
welcome change of pace from 
beat 'em up meisters, Capcom. 




TnsbinilBH 2 Plus 

Having listened to criticisms of Toshinden 2. Takara s Japanese arm 
are releasing a special edition of the game to tie in with Sony of 
japan's 'The Best' campaign which is showcasing the best software 
for the PlayStation. Toshinden 2 Plus now uses the machine's memory 
card and extra features. The updated code is set to benefit from a 
fully playable character set (including bosses), time attack modes, a 
refined control system, and aesthetic enhancements which include 
new speech, along with extra and tidier views. With Toshinden 2 only 
just released on these shores, a PAL version of the enhanced game is 
unlikely leaving importers as your only option. 


lifts Imralible Hulk: 
PaBtbm Saga 

Briefly mentioned as Hulk 3D last issue, Eidos' Marvel licence has 
now been dubbed The Pantheon Saga. The game mixes elements of 
2D platform games with a Doom perspective, and unites the Hulk 
with familiar Marvel superheroes, including Atlanta, Ajax, and 
Agamemnon. The game features five missions set all over the 
globe, and producers Attention to Detail claim to have created the 
perfect vehicle to display the Hulk's power and the PlayStation s 
3D capabilities.T/ie Pantheon Saga is currently pen- bhhhh 
cilled in for a November release, with Eidos predict¬ 
ing 'Hulkmania' to envelope us shortly before. 

-A... 
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Eats and Barters 

Ocean are planning to take on 
the might of Loaded and Lone 
So!dier with Cuts and Carters — 
best described as Commando 
meets Fade to Black. Subtitled 
DNA Danger, Cuts and Carters 
follows the player's attempts 
to defeat the evil Admiral 
Worf. Intelligence reports 
state that Worf is preparing 
hideous genetic creature for a 
proposed invasion^ and his 
research has also brought him 
into days of creating the ulti¬ 
mate biological weapon. As 
such, the authorities send in 
K-Force, leaving the player - 
as Hank 'Guts' Carter and a 
mate as Stacy 'Garters' Pringle 
- to enter the scrolling stages 
and generally blow seven bar¬ 
rels out of Worf and his 
mutant army. Resembling a 
graphically-superior version of 
past Creen Beret/lkari Warriors 
shoot 'em ups. Cuts and 
Carters is a stunning-looking 
blaster with incredible atten¬ 
tion to detail and suitably fast 
levels. A provisional 
November release date is 
being mooted, and a full pre¬ 
view is to follow in a forth¬ 
coming PlayStation Plus. 


I Another rival to the Micro 
I Machines and Supersonic 
I Racers crown has arrived, in 
I the shape of Merit Studio's 
I Oddball Engines. Utilising the 
I same top-down view, and with 
j twelve racers and vehicles on 
I offer. Oddball Engines invites 
I the player to race through 
\ courses set in Atlantis, on the 
j Moon, and through jungles. 

I Four players can play simulta- 
I neously, and the rendered 
j locations are realised in 'true' 

I 3D and use parallax scrolling 
I to add a feeling of extra 
I depth. More soon. 



I_ I 



Sf Upba 2 

Virgin have secured another coup with the sign¬ 
ing of Street Fighter Alpha 2 from Capcom. The 
Japanese code started to kick faces on August 
14th, and Capcom are currently putting together the 
PAL code, while bearing in mind Sony UK's mission to 
obliterate borders from UK games. Street Fighter Alpha 2 is more of 
the same action but characters from past games, (Dhalsim, Balrog) 
have returned to the fold, along with new combatants. Virgin have yet 
to settle upon a release date for the UK edition, but bearing in mind 
the phenomenal success of the first version, we'd lay odds that it'll be 
early in the new year. One downside, however, is that word reaches us 
that Capcom's strong relationship with Virgin (the Japanese are said 
to be over the moon with Virgin's handling of both Street Fighter Alpha 
and Resident Evil), has had adverse side-effects on Capcom's X-Men 
conversion for Acclaim. Although code has been seen of the X-Men in 
action, nobody at Acclaim can get a final date for a Beta disc (ie code 
for Sony to approve), which is rather worrying... 
















































Trash-m 

Warner Interactive are tackling 
the puzzle genre with an oddity 
called Trash-ltH! Put simply, 
Trash-ltH! is all-out carnage, as 
up to 16 players are let loose in a 
series of built up areas with mas¬ 
sive hammers. Apparently, the 
game world was once a quiet and 
peaceful area, but has now been 
overrun by rent-a-baddie. 

Doctor Moonbeam. Thus to 
reach Moonbeam, the players 
need to work together to smash 
a way through the cities in 
search of the mad Doctor. 
Starting with a tiny mallet, there 
are thirty different hammers on 
offer, but the wanton destruc¬ 
tion must also be balanced by 
saving the citizens within 
(Timmies') before they are 
crushed under the debris. Trash- 
It!a certainly lives up to its odd¬ 
ball tag, but Warner are predict¬ 
ing it will offer simplistic playa¬ 
bility as offered by the likes of 
Bust-A-Move 2. 


With Moto Toon 
Grand Prix 2 and Ridge Racer 
Revolution already on their 
winning laps, Sony are aiming 
for a hat-trick of quality racing 
games with Penny Racers. With 
thirty different styles of vehi¬ 
cle, including sports cars, 
jeeps and trucks. Penny Racers 
is a first-person viewed racer 
where the basic aim is to quali¬ 
fy in the beginner's races to 
gain entry into the game's 
prestigious Grand Prix. A num¬ 
ber of race styles are on offer, 
and these are spread across 
seven courses each of which 
play host to numerous hazards 
and bonus opportunities — the 
latter of which allow the play¬ 
er to upgrade their car. As 
such, the preparatory races 
allow the user to create a car 
suitably equipped for the 
rigours of the Grand Prix sea¬ 
son. Artdink, the developers 
of AIV Evolution, are the team 
responsible for Penny Racers 
which should be here early 
next year. 







Staff Writer ReiittireL. 

PlayStation Plus is on the look out for fresh new writing talent to 
fill a Staff Writer vacancy within the magazine. Applicants must 
have left school with a minimum of four GCSEs, with good 
English grades an essential. The applicant must also be willing to 
work in London where the magazine's offices are located. A good 
knowledge of video games both past and present is also a 
requirement to ensure that the standard of writing within the 
magazine is kept to its current high standard. Only written appli¬ 
cations and CVs with an example review, in what you consider to 
be the PlayStation Plus house style, will be accepted, and should 
be addressed to Staff Writer Position, at the PlayStation Plus edi¬ 
torial address. Please do not ring the PlayStation Plus offices 
regarding the position, and all successful applicants will be con¬ 
tacted in due course. 
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See/ through the eyes of Dr Kimberly Stride as 
you ride the Vorpal Blade through an insane combination of 
shoot-em-up action, strategic objectives and B-movie melodrama. 

Gasp! with amazement at state-of-the-art virtual landscapes, tunnel systems and eye¬ 
popping FMV. Laugh! in the face of danger as you blast through fifteen adrenaline¬ 
pumping stages of sheer 3D exhilaration. Scream! with terror at horrific hordes of 
mutated polygonal enemies. Beg! for mercy as you face the Machinehead in the mother 
of all showdowns... Play! Blaml-Machinehead! for the ride of your life. 


Blaml-Machinehead © Core Design Limited, 1996 All Rights Reserved. 
Core Design Limited, 55 Ashbourne Road, Derby DE22 3FS. 


Part of the Eidos group of companies 



















J ust as Street Fighter rekindled the public's interest in fighting games, Tekken went 
one step better and completely reinvented the genre. Cone were the days when 2D 
sprites performed a number of predictable moves on each other. Instead, Namco's 
classic allowed for all the special moves games players have expected from past 
games, but shown from virtually any angle as the huge, fully 3D fighters got to grips 
with each other against equally stunning 3D locations. Quite simply, Tekken was 
brilliant. It had secret moves, combo moves which only perseverance and the practise the 
game warranted could offer, and extra hidden bosses to prolong the interest even further. 
Surely, then, if the game was this good it could never be topped? And then came Tekken 2. 

Fulfilling all expectations, Tekken 2 was the perfect sequel. It had more characters, more 
moves, better graphics and more instinctive play. In fact, Tekken 2 is such a prime example of 
the beat 'em up genre that every other fighting game released for the PlayStation is com¬ 
pared to it. Yet, for all their success, the people behind the Tekken series are rarely seen and 
interviewed even less. But PlayStation Plus is made of stronger stuff, and was kindly given an 
audience with Masamichi Abe (Designer), Kazuaki Fujimoto (Graphic Designer), Masahiro 
Kimoto (Design Coordinator), Naoki Ito (Programmer), and Hitoshi Saito (Programmer) - aka 
the geniuses behind one of the greatest PlayStation games of all time... 


Tekken was Namco's 


FIRST CAME TO BEAR THE RESULTS OF 
THEIR PARTNERSHIP WITH SONY. USINC THE 

PlayStation's low-costhich-technolocy 




Can you explain the 
development process of 


porting Tekken 2 from 
System 11 to the 
PlayStation? 


BOARD THEY WERE ABLE TO SUCCESSFULLY BRING THIS 
INCREDIBLE 3 D ARCADE FIGHTING CLASSIC ONTO THE 
HOME CONSOLE. THEIR ASTOUNDING SEQUELTEKKEN 2 
STUNNED EVERYONE WITH ITS BREATHTAKING GRAPHICS 
AND INCREDIBLE ATTENTION TO DETAIL. NOW AS WORK 
COMMENCES ON WHAT COULD POSSIBLY BECOME THE 


TEKKEN TEAM: The 

arcade System 11 
board has twice as 
much main memory 
and video memory as 
the PlayStation so in 
order to port Tekken 2 
our main task was to 
reduce the size of the 
program code in various 


places. To do this, the 

ULTIMATE VERSION OFTEKKEN, PLAYSTATION main system - which is 

broken up into picture. 

Plus tracks down the team responsi- colour and sound parts etc - 

is reduced in a number of ways 

BLEAND FINDS OUT JUST HOW THEY by cutting some of the program 

code out. 

DID m,, 

]Did you use the original arcade code 
or did you rewrite parts of it? 



Masamichi Abe. Kazuaki Fujimoto. 


_J Masahiro 

Kimoto, Naoki Ito and Hitoshi Saito face a 
PlayStation Plus crillinc. 


TT: While we did use some of the original 
code, most of it was rewritten. It's difficult 
to say how much of it was rewritten because 
it was different for each person but around 
50% of the development time was spent 
rewriting - and about 70% of the program 
code was rewritten. 

How many people were involved in the 
game's creation? 

TT: It's a little difficult to say specifically but 
around 25 people were directly assigned to 
the project with another 25 assisting at vari¬ 
ous times during the development. 

Did you have help from the original 
team who produced the coin-op? 

TT: Yes, we did. 

The Playstation version seems to have 
slightly less floor polygons. Did you 





encounter any difficulties with the 
PlayStation hardware? What was the 
main limitation? 

TT: Actually the number of polygons hasn't 
changed but, the resolution has been cut to a 
quarter of the coin-op version; the 
PlayStation's memory is half that of the 
arcade board. You could say that it was a lit¬ 
tle extreme to cut the colours so drastically. 
However, if you cut the resolution, in the 
worst case the pictures look a little coarse 
and rough but if you cut the program by 
50%, it just doesn't work. How to handle the 
balance between these two areas was the 
main difficulty for us. 

PSP: How long did it take to design 
each of the characters, and how many 
polygons are they made up of? 

TT: Each character is made up of around 800 
polygons. As for the modelling, the develop¬ 
ment time was fairly short, anywhere from 
around three days to a few weeks depending 
on the character. We didn't really use any 
rough drawings. Mainly we used the image 
we had in mind directly. In particular Bruce 
was very quick to design and model. 

Why did you decide to go for the more 
angular look of the fighters compared 
to the first Tekkenl 

TT: The first Tekken didn't use light source 
shading. The Tekken 2 characters have full 
light reflection shading from the stage. This 
system of shading causes them to look as 
they do. 

Who are your favourite characters and 
why exactly? 

ABE: Paul and Marshal Law. Each one has 
their own respective good points. Paul's mar¬ 
tial arts feel good to use while Law is both 
fast and has a lot of combination attacks. 

FUJIMOTO: Kazuya and Heihachi. Their 
moves are almost the same so it's easy to 
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remember them and both of them are bad 
characters. Up until now I don't think there 
has been an 'evil' hero in a game so they're 
more interesting. I also worked on their end¬ 
ing-movie so they have a particular interest 
for me. 

KIMOTO: Nina Williams, Roger and Kum. I 
like them because although they're animals 
they're using the same kind of martial arts as 
the other characters. I was also involved in 
their creation as well. 

ITO: Paul Phoenix. He's got a powerful fist 
and playing him has a great feeling. 

SAITO: Jack-2. I've got an interest in him 
because he fights In order to make a fool out 
of his opponents. 

I Are we going to see another Tekken 
game on the PlayStation? 

TT: We don't know about the PlayStation 
because we're all currently working on the 
arcade version of Tekken 3. 

Are there any plans to convert Tekken 2 
to another console? What would be the 
main differences if Tekken 2 was produced 
for the Nintendo 64, for example? 

TT: We don't know about any other plans to 
convert Tekken 2. Currently we are studying 
the specification of the Nintendo 64 but, it's 
too early to make any judgements. 

iWhat was your thinking behind includ- 
l ing so many unique modes into the 
PlayStation version? 

TT: For the single player, the basic One 
Player vs CPU was insufficient so we wanted 
to add some extra modes. We first made up a 
preliminary list consisting of various ideas for 
possible new modes which one by one we 
tried to implement. However, the time we 
had to complete them was very short - we 
almost considered giving up the idea of 
doing them all and so it's only due to every¬ 
one's efforts that we managed to include the 
number of game modes that we did. 

What are your personal records for 
Time Attack and Survival mode? 


TT: <Laugh> Amongst the five of us there 
aren't any particularly good scores however, 
someone in the debug team scored 71 in the 
Survival Mode. For us here I think the best 
time for Time Attack is around three minutes. 

“^^The Practice Mode is an excellent addi- 

p P’ 

I tion - were you influenced by any other 
beat 'em up games when including these 
extra features? 

TT: While we were aware that there were 


practice modes in other games, our greatest 
influence were the comments. Ideas and 
requests from the people around us. 


into the game, the more he get out of the 
game. In effect the player can learn as much 
or as little as he wants. 



When you leave a character alone in 

P R 


Practice Mode thought bubbles appear. 



What was your thinking behind this? 


Were there any particular moves or 
combinations that were difficult in 


translating across to the PlayStation? 


TT: While we were creating the Practice 
Mode during the development stage there 
was a debug monitor above the characters' 
heads. When both of the characters were 
standing still neither of the monitors moved 
and we thought it looked kind of sad and 
lonely. We really wanted to put something 
more concrete in there, such as "I'm hungry!" 
for Kuma or if a character did a successful hit 
"That was good!" etc, but we didn't have any 
time and there would have been too much 
data to enter so we just included a few small 
pictures Instead. 

Do you think that the floating combina¬ 
tions provides an unfair balance for 
some of the characters? 

TT: Maybe being able to start the floating 
combination so easily is a little unfair but. 





we've made it so that you can't win just with 
pure strength. If you continue using the 
floating combinations the damage progres¬ 
sively becomes less and less. If you connect¬ 
ed together a massive combo without any 
reduction in damage, your opponent would 
be killed quickly and then the game would 
become tedious so we allowed the player to 
use them but the damage is reduced Instead. 

In terms of game-play where do you 
think the game shows its true depth? Is 
it the number of moves and fighters? 




TT: With regard to data compression all the 
characters were difficult but this wasn't real¬ 
ly related to individual character moves or 
their combinations. 

In hindsight, are there any moves or 
play modes you would have liked to 
have added to your conversion? 

TT: If there had been enough time we would 
have liked to include some moves for Tuxedo 
Kazuya and a special "High-Heel" attack for 
Anna where she could 'stab' with a heel 
attack and stick it into the opponent. With 
regards to other modes, it was a popular idea 
to make the "Wooden Man" mode. Using a 
wooden puppet-like doll you would have 
been able to take attacks from other charac¬ 
ters, edit them and then build them together 
into your own original character. Unfortunat¬ 
ely circumstances didn't allow us to do it. 

We seem to have found all 25 charac¬ 
ters - are there any others that we 
don't know about? 





TT: No. 

Can you tell us the correct names for all 
the hidden modes? 


TT: We don't have any special names. 
Japanese magazines have usually seen the 
features and coined their own phrase. The 
following is what we call the modes; 

[NB: Deka means 'big' in Japanese] 

Big Head Mode - Deka Tekken 
Bigger Head Mode - Deka Deka Tekken 
Wireframe Mode - Behind Camera 
Sky Hide Mode - Flying (Deka) Tekken 




The music is some of the finest music 
ever heard in a game - were you influ¬ 
enced by any particular bands or music? 

TT: As the music was composed by a variety 
of music producers, who each had their own 
particular tastes and personal inspiration, it 
wouldn't be true to say that they were influ¬ 
enced by any one particular music. 

How many people were involved in the 
music composition, and how long did it 
take to produce? 

TT: There were seven composers involved in 
the creation of the background music. It took 
them about two months to complete it. 


P R 




Have you any plans to release the music 
as a CD? 


TT: I don't think it's the number of moves 
although it may be one of the reasons. As you 
would expect it's the varying level of difficul¬ 
ty for the martial art techniques and the vari¬ 
ety of attack combinations available. Each 
character has many different moves. By com¬ 
bining them together in different ways and 
hitting your opponent in different places - 
eg head, legs, arms etc - the effect is differ¬ 
ent and the player can then use them In dif¬ 
ferent ways and aspects. This level of detail 
allows the player to practice the moves and 
research the combos so that the more he puts 


TT: Yes. A remixed audio CD will be released 
by NEC Avenue in Japan. 

"T^Can you tell us about the inspirations 
[behind some of the characters? 


TT: With respect to Roger; he was created 
one evening by one of the developers doing 
the modelling who just wanted to see a kan¬ 
garoo doing Kazuya's "Dragon Upper-Cut". 
Actually he had other jobs to do but, he put 
them aside temporarily to do It. He finished 
Roger in just one night so when we all came 








in the next morning, we found it completed. 


x'N. 


Is there any more you can add to 
Yoshimistu's background profile as his 
identity still remains a secret? 

TT: We decided to make his history a secret 
on purpose. Originally he was going to be 
just an ordinary Ninja but, we wanted to 
make him a little more bizarre and mysteri¬ 
ous. It's a real secret so we can't reveal any¬ 
thing else. 




Do each of the characters in Tekken 2 
utilise real martial arts as in Virtua 


Fighter 27 

TT: Certainly. Many of them use real martial 
arts, for example King's a pro-wrestler, 
Michelle uses Kempo, Nina has Akaido mar¬ 
tial arts and Baek Doo San is skilled in Tae 
Kwon Do. 




How did you research the martial arts 
to get the correct movement? 


TT: We used a lot of books and videos. 
Especially videos. Both technical martial art 
videos and a variety of 'action' movie videos. 
We would watch a video and look for good 
scenes where someone had a used a particu¬ 
larly interesting fighting style. We built up a 
stock of them and then put them together in 
order to create a fighting move. 


but, the Angel's ending was something of a 
confusing experience. Could you explain the 
story please? 

TT: There is no story. She was only created 
because we wanted a beautiful Image for the 
ending. Above all, her image represents, in a 
spiritual way, all the characters' souls. Along 
with that we wanted to use the image of her 
descending from heaven. 




Is she a real angel? 


TT: Whether she's a real angel or not wasn't 
decided on. 




FUJIMOTO: My favourite games are Virtua 
Fighter 2 and King of Fighters '95 

KIMOTO: I don't like the other fighting 
games. That's why I wanted to create one 
that I did like. 


opponent a bubble with "Aarrgghh!" or 
"Ouch!" would appear. However, it wasn't 
just a matter of time, the CD was already 
filled to bursting point. If we had 2 CDs then 
almost anything becomes possible. 


ITO: I also like 
fighting games but 
I like adventure 
games too. Maybe 
it influenced me in 
so much that you 
can play them a 
hundred or a thou¬ 
sand times. 

SAITO: Puzzle 
games. My 
favourite of which 
Is PACAttack. 


Recently 
Capcom have 


"l/Ye would watch a 
video and look for good 
scenes where someone 
had a used a particularly 
interesting fighting 
style. We then put them 
together in order to cre¬ 
ate a fighting move." 




What response 
have you received 
from the Japanese 
gamers to Tekken 27 

TT: We read a lot of the 
questionnaires that were 
sent in. In particular 
everybody liked the 
Practice Mode. 




Do you have any 
last personal com¬ 
ments about your work 
on Tekken 27 


produced a puzzle 

game using the characters from the Street 
Fighter and Darkstalkers series'. What do you 
think about the possibility of producing a 
Tekken puzzle game? 

TT: We haven't really considered It yet. If we 
could find an interesting puzzle system we 
could do it but, we don't want to simply just 
copy another company's idea. 


p p 

The majority of the endings for the 

pPp, 


characters are quite straightforward. 



If you could have had more time in 
developing Tekken 2 for the PlayStation 
what would you have liked to change or add? 

TT: It would have been good if we could have 
added the construction mode. In addition we 
really wanted to add text bubbles to the 
characters, for example when you hit your 


ABE: For me, the com¬ 
puter player algorithms 
have a personal interest 
as I wanted the single player to enjoy the 
game more. 

FUJIMOTO: I worked on the ending movies 
for three of the characters. Of them Kazuya 
was the one I put the most effort into. 

KIMOTO: To give this game the best screen 
graphics ever I devoted it all my attention 
and really put my spirit into it. 

ITO: I wanted everyone to enjoy all the char¬ 
acters and every aspect of Tekken 2 to the full 
so I created all the various modes such as 
Team Battle and Practice Mode. 

SAITO: I wanted to make It so they could play 
it for a lifetime. 




Is she the direct enemy of Devil Kazuya? 



TT: Not really. While she exists in the same 
existence as Devil Kazuya, some may view her 
as the 'demon', while others may see her as 
having descended from heaven. 

When you started work on Tekken 2 did 
you have a target audience in mind? Did 
this affect the game's play mechanics? 

TT: We wanted to appeal to a large audience, 
both players of the first Tekken and people 
who like fighting games in general but, also 
to beginners. With regards to the expert 
game players we put a lot of depth into the 
gameplay and included the Arcade Mode. For 
those people who weren't very good at the 
first Tekken and so didn't play it very much 
we made It easier for them to start by includ¬ 
ing the Training Mode. 

What are your all time favourite games? 
Did these games influence you in the 
development of Tekken 27 

ABE: I like lots of other fighting games, but 
also Bio-Hazard and Lost World. 
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a k n a room shroud- 
B ed in darkness^ a 
V television screen 
^ blinks into life. 
Four men sit around 
a large table^ the American flag 
hanging from the wall which 
bears the familiar M, A logo. 
They chat idly and sip mineral 
water from plastic cups^ blissful¬ 
ly unaware that they are being 
watched. Unaware^ that is^ until 
a voice from the darkness shouts 
"Hello America!" Yes, we have 
made contact. 

The four guys on screen are 
actually the key members of the 
fifty-strong team currently 
developing Soviet Strike. They 
are sitting in the plush board- 
room of Electronic Arts' head¬ 
quarters in San Mateo, Califor¬ 
nia, and we are speaking to 
them live via a state-of-the-art 
video phone. Such is the wonder 
of modern technology. 

After the customary pleas¬ 
antries ("Is it sunny in England?" 
Not as sunny as California, I sus¬ 
pect) each of the guys takes in 
turn to introduce themselves 
and give a brief resume of their 
coding career. John Manley, a 
stocky, bearded man, is the first 
to take the transatlantic trip via 
satellite. "Previously I worked 
on the three Strike products, I 
was the game director for 
Desert^ Jungle and Urban Strike. 
Prior to that I was assistant pro¬ 
ducer on a product called Deluxe 
Video for the Amiga, and then I 
went on to do Desert Strike for 
the Genesis." Michael Becker is 
the next visitor to cyberland. 
"Back in 1982 I was hired to 
come in at Imagic and put 
together the first group of com¬ 
puter graphic artists to work 
with programmers, and then I 
became creative director there, 
worked on all sorts of Atari and 


Intellivision games - 
you name the plat¬ 
form. The most inter¬ 
esting thing was 
Touchdown Football 
which, when the 
industry gave it a 
hard time, was later 
sold to Electronic 
Arts and eventually 
resurfaced as 
Madden. Since then 
I've worked on all 
sorts of new plat¬ 
forms: CD-i and most 
recently on the first 
round of 3DO prod¬ 
ucts like Shockwave. 

Then I came over to 
work with John, to help put 
together some of the ideas we 
hadn't explored fully in 
Shockwave and realise those 
fully in Soviet Strike."" 

Rod Swanson doesn't feel 
quite so qualified. "I'm kind of a 
rookie to the game industry. I've 
been at EA for four years and ini¬ 
tially managed the artists here 
and helped start what we call 
our media lab, so I've been 
working with John and Michael 
for the past couple of years, aid¬ 
ing them on Soviet Strike."" And 
lastly let us introduce Michael 
Kosaka, industry veteran and 
Electronic Arts stalwart. "I've 
been with EA for about nine 
years or so, going way back to 
the first C64 games; Skeeter 
Dogs was the first one I did and 
since then I've touched on just 
about everything else, from 
Madden^ to Lakers, to I don't 
know what. I've been around for 
along time. Too long!" 

The four of them have been 
working on Soviet Strike for 
around two years, starting off 
with the initial design concept 
and progressing through to the 
actual coding. Between them 
they have almost forty years of 
game design experience, and 
backed by around fifty other 
programmers, artists and 
designers, Soviet Strike is one 
monster game. However, 
Electronic Arts always had a firm 
idea of how the end product 
would turn out. Surprisingly it 
was never going to be an identi¬ 
cal 32bit brother of Desert 
Strike, although Soviet Strike still 
had to remain faithful to its pre¬ 
decessors. "It's not necessarily 
considered a sequel to the previ¬ 
ous three games," reckons John. 
"What we've tried doing this 
time, moving onto the 32bit 


machines, was to sort of reinvent 
the ...Strike property from this 
new higher-end world where you 
could put a lot more memory and 
information on CD. So what we 
tried to do was go back and look 
at what people liked about the 
previous Strike games, and to 
sort formulate that magic recipe 
that made ...Strike such a popular 
series and to translate that over 
into the 32bit world. At the same 
time we wanted to take more 
advantage of what we can do 
with 32bit machines, giving you a 
more realistic experience, a rich¬ 
er environment to to deal with." 

"We actually spent a lot of 
time early on in the design 
process," Michael adds. "We 
tried to understand what were 
the essential characteristics of 
...Strike, and why it had been 
such a classic game, and recap¬ 
ture those and make sure they 
were in this product." 

With the game nearing com¬ 
pletion it looks as through the 
team has succeeded However, 
was it a daunting prospect, 
updating a classic like Desert 
Strike! John considers this. "In a 
way there's a legacy to have to 
live up to, to the quality of the 
product you've done before. But 
I think the new machines have 
allowed us to actually have a lot 
more imagination - the imagina¬ 
tion to be able to do a richer 
story and do a lot more with the 
game. A couple of the features 
we're putting in are an advanced 
artificial intelligence system, 
where you have enemy tanks that 
track you or when they get low 
on armour they suddenly become 
a scaredy-cat and run away, so 
there's a lot of enemy Al that 
we're going to be putting in it 
right now. 

"The other thing is we have a 
larger team of programmers who 
each of whom come from a dif¬ 
ferent background, so we have 
people who are experts in Al, or 
experts in video graphics. That 
sort of a team allows us to take 
what was fun about ...Strike and 
take it the next level, to be able 
to do a lot of things we couldn't 
do on a 2Mb cartridge. I think 
we've held true to the legacy of 
what was popular about Strike 
but this larger team of experts 
has actually taken it far beyond 
where we ever thought we could 
go before. So I think we've done 
a pretty good job of living up to 
the expectations of the proper¬ 
ty." And who are we to disagree? 
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Although the concept behind 
Soviet Strike remains pretty 
much the same as the previous 
...Strike games, visually this 
PlayStation monster is a com¬ 
pletely different bottle of 
vodka. For example, the back¬ 
ground graphics are no longer 
bit-mapped, basic worlds but 
are now photorealistic 3D envi¬ 
ronments. As Michael explains, 
"The terrains are actually what 
most people are wowed by or 
impressed with when they first 
see the game. In the early 
design process we had artists 
working with us, experiment¬ 
ing how to achieve not just 
beautiful but accurate and 
plausible location terrains. So 
when we finally determined 
the ability to stream unique 
terrain and not just repeat 
cells, it got a lot of people 
excited and inspired. One of 
our art directors, who's also a 
pilot, went out and flew 
around most of the south¬ 
western United States, taking 
aerial photographs of different 
pieces of terrain which fitted in 
with the design that was cur¬ 
rently being developed. 

"So this hard research and 
process for creating our worlds 
is very much like the story, like 
the other parts of the game, 
based on reality and real-world 
textures. What happens then is 


that our lead 
artists will take 
these aerial pho¬ 
tographs and will recreate the 
game world map to look very 
much like a real location in the 
real world." 

Although the result of this 
process are nothing short of 
stunning, actually producing 
them isn't all that easy. "These 
maps are huge", Michael contin¬ 
ues. These texture-maps are 
very huge and unique. The 
artists that are working with 
them need something like 
300Mbs of RAM to work and it's 
been a very unique process. In 
addition to creating the tex¬ 
tures, there's also an elevation 
map that's part of the game 
design as well. The artists use 
the game map as a guide, then 
they'll illustrate the elevations 
by going through the process of 
finding the terrain pieces and 
reference material that fit that 
elevation. So, in the first level, 
in the Crimea valley where 
there's frozen lakes and rocky 
mountain peaks, there's actually 


aerial photography of that kind 
of terrain that wraps over the 
appropriate elevation." 

"That's another thing we've 
never had before in a ...Strike 
game", John adds. "It was 
always a flat world with objects 
and structures. Now we have a 
complete 3D topography with 
mountains and valleys, dry rivers 
beds and canyons. All of those 
things we've always wanted to 
do, we can now have in this 
three-dimensional world." 


fROMBUSm 

WUHiaVE With Desert 

Strike and indeed it two follow¬ 
ups, the team behind the 
...Strike trilogy were limited by 
the power of the 16bit 
machines. Now, with the advent 
of the PlayStation and 32bit 
technology. Electronic Arts has 
far more freedom to create 
whatever it likes. "We were 
actually able to try to create a 
lot of things we couldn't do 
before", John enthuses. 






There are five theatres of war 


WHICH INCLUDE THE BLACK SEA^ 

Crimea, and even Transylvania! 


lED SQUfIflE m NIGHT, SHBDOWMRN'S DELIGHT 


a lot of the roubles into Swiss bank accounts and is 
using that money to fund bogus wars of liberation 
around Eastern Europe. What Strike is trying to do 
is follow around behind these dictators, putting 
them out of business and prevent these situations 
from becoming public. In so doing it helps main¬ 
tain democracy in Russia. However at a certain 
point, after a frustrating end to three of these 
attempts, he finally decides to divert the May Day 
parade in the heart of Moscow, surround the 
Kremlin and stage a full-blown coup. Strike goes in 
and tries to knock out television transmissions and 
clean up the mess, and must ultimately find the 
Shadowman and put him put of business." Phew! 


The story behind Soviet Strike is a frighteningly 
realistic plot based around the current affairs in 
Russia. Although a completely fictional story was 
written specifically for the game many of the 
themes are based on real life. John explains. "It^s 
sort of our worst fears come true, that there^s 
someone pulling the strings, even today in the ex- 
Soviet Union's power structure, who's as clever 
and ruthless on the evil side as we felt Gorbachev 
was on the good side, and this is the character 
Strike has codenamed Shadowman. He's ex-KGB 
and what he has done is to help to facilitate the 
fall of democratic Russia since Gorbachev left 
power, and he's pretty much deliberately diverted 

































"Specifically, the amount of 
memory we had available meant 
that we could have a greater 
number of different, unique 
vehicles that we could put in the 
product, we could have more 
unique buildings that we could 
put in. The product is now com¬ 
pletely 3D, so instead of a 
bitmapped world you actually 
fly around a 3D world. You can 
be in chase plane view going 
between buildings of a city¬ 
scape. That's something we've 
been able to do with 32bit tech¬ 
nology - something like that 
allows us to have infinite num¬ 
ber of frames of the chopper 
and how It flies through the 
world. So you're not limited to 
just 12 different views - with a 
3D world you can have as many 
looks as you want. So we were 
able to make the ...Strike game 
we always wanted to make 
because of the extra processing 
power of the 32blt machines." 

Adds Rod, "One of the char¬ 
acteristics of the early ...Strikes, 
that was so good was it was 
kinda based on a plausible 


_ ^DETAILS HOW EACH 

LEVEL WAS MAPPED OUT BEFORE 
BEING COMPUTER GENERATED. 



















































































COVER STORY 




THE MOSCOW MULE 


Of the first three ...Strike games. Desert Strike probably bears the 
closest resemblance to Soviet Strike. This not only because much 
of the action is set across sandy plains and third-world villages, 
but also because the players gets to pilot a single helicopter 
rather having the option to fly a stealth bombers, hovercraft or 
combat bikes as in Jungle Strike. "Soviet Strike has one vehicle that 
we're featuring, which is the Super Apache", affirms John. "We 
don't have multiple vehicles as in Jungle Strike, where you landed 
and transferred to another vehicle. We do have the ability to set 
the configuration of the chopper though, choosing a balanced 
weapons load with Chaingun, Hellfire and Hydra, or you can 
choose to have all Hydra rockets or all Hellfire missiles. You also 
have this fourth weapon which is the wingtip weapon, so on your 
wingtips you can put on a Sidewinder missile (which is heat-seek¬ 
ing), ECMs (which puts down a defensive chain to distract enemy 
weapons) or fuel pods (twice as much fuel) which, when empty, 
can be dropped like a bomb and causes a napalm-like explosion 
when it hits the ground. So the configuration gives you a lot more 
replayability for each level, by choosing one way or another." 




Rendered cutscenes 


IHAVE BEEN USED THROUGH¬ 
OUT TO ENHANCE ATMOSPHERE. HERE THE CHOPPER 
HAS JUST COLLECTED A WEAPONS SUPPLY CRATE. 


premise, something that was 
drawn from the headlines as 
opposed to a real fantasy kinda 
thing. So the improved graphic 
resolution and the improved 
audio I think really played to the 
strengths of ...Strike's Identity 
and premise, so it became more 
realistic just as the story and the 
premise was generally a realistic 
kind of concept. 

"Something else we were able 
to expand on was that we could 
give you a richer story, because 
we could include live actors and 
live video. We always tried to 
have some some story and plot 
lines In the previous ...Strike 
games, but we can really give 
you a more detailed story now 
that we have the ability to play 
full-motion video." 

Full-motion video and ren¬ 
dered cutscenes play a big part 
in Soviet Strike, and although 
this is far from an interact movie 
the initial idea was to use these 
sequences to carry the plot. 
"When we were playing this 
product together", says 
Michael, "we wanted to put the 
player in the emotional situation 



of being a member of Strike, 
feeling what it's like to do these 
things, and to get people as 
involved in the fantasy as possi¬ 
ble. To do that one of the things 
we did on the video was to find 
real sets and locations this time, 
so everything about that, when 
It appears on the screen, is credi¬ 
ble. Going over Eastern Europe 
to photograph the CNN news 
teams adds to that, getting a 
higher quality talent adds to 
that, the helicopter and carriers 
and various other things you'll 
see in the video help embellish 
that certain 'being part of a real 
situation that Is going on', and 
hopefully that will add to the fun 
factor that much more." 

BmiHTHtttSSR Like 

Desert, Jungle and Urban Strike, 
Soviet Strike is constructed from 
a handful of scenarios, each 
divided in another dozen or so 
sub-missions. 

"They'll be five basic parts of 
the world to go to," Michael 
confirms. "First you'll be going 
to Crimea, where you'll uncover 
the beginnings of this plot, and 
you're flying around essentially 
an alpine valley. Each location 
you go to will have about eight 
to ten missions, so in total they'll 
probably be about fifty missions 
to play. First you'll have about 
eight to ten in Crimea; mountain 
valleys, alpine situations. Then 
you'll go to the Black Sea to pro- 























STHICTI.Y CONFiDENTinMH 

Another area in which Soviet Strike remains faithful to its predeces¬ 
sors is the way each mission can be tackled. Although there is a set 
route to follow^ it's possible actually branch and tackle the objec¬ 
tives in any order. While this can make the mission more difficult 
occasionally^ it does enable the player to capture the enemy 
unaware, am-bushing the Shadowman rather than taking him on 
head-to-head, there are also smaller, almost hidden secrets to dis¬ 
cover, as Michael reveals. "We've hidden, within the story, little 
mini-adventures that your co-pilot can do if you put them down in a 
certain place and they're allowed to go off. There's a finite level of 
things to be played around with too. For example, if you shot a cer¬ 
tain building, guys will run out, start a truck and drive through a 
chain link fence before crashing off the road because they're going 
too fast. The game is packed with these little hidden sub-adventures 
that the human beings in the game are doing. These are also buried 
everywhere in each level. 

John takes over. "We had a lot of the scenarios where chemical 
weapons plants were destroyed and news reporters were trapped in 
a Baghdad hotel. All of those things were design and then suddenly 
the Gulf war happened, and we started to watch the whole scenario 
unfold and realised it matched many of the missions that we creat¬ 
ed in the game. That's happened a number of times in the different 
...Strike games, so we're definitely on the pulse of what's happening 
in the political world. 

Kosaka laughs. "I have a suspicion that John and Michael actually 
moonlight for the CIA!" 


tect the hijacking of a naval 
base. You'll be dealing with 
large ships and missile frigates, 
things never seen before in the 
...Strike world. Then you'll be 
going from the Black Sea to the 
Caspian passes Just south of 
Grosny, where there's a lot of 
mountain and desert terrain. It 
will remind people in some 
respects of Desert Strike, 
although the gameplay will be 
radically different to anything 
we've seen in the ...Strike world 
before; much more a living bat¬ 
tle, as formations of tanks move 
through the passes, similar to 
the Afghan wars. The fourth 
major location you'll go to is 
Transylvania. It'll feel kinda like 
a monster movie, where you 
have a Chernobyl-like leaking 
reactor, you have Serblan-llke 
warlords fighting each other 
with Soviet equipment - Strike 
has to go in and deal with this 
whole mess. Then finally you'll 


go to Moscow, flying around the 
heart of Moscow dealing with 
the KGB, the Russian Mafia and 
ultimately the Shadowman." 


THEHIllSmmL. 


As well as using the power of 
32bit technology to enhance the 
graphical presentation of the 
game. Electronic Arts is also 
working on a dramatically 
improved musical score, as John 
explains. "We have a higher 
quality level of music on 32bit 
machines. One of the really 
interesting things that we are 
doing is what we're calling ISM, 
which is an interactive music 
system. As you're flying around 
the world they are different 
music zone which we have creat¬ 
ed around each of the missions, 
that each have their own unique 
theme, so as you travel from one 
place to another you'll get a dif¬ 
ferent music sound. 

"But even more than that, the 
music is interactive with what's 
happening on the screen. So as 
you sneak into an enemy 
training camp you'll hear 
the slow roll of drums, the 
calm-before-the-storm sort 
of music, and then as the 
intensity of the game rises, 
the music likewise ramps 
up and reflects what's hap¬ 
pening on the screen. As 
you start completing the 
mission the music starts 
calming down again. 
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"It works interactively, very 
much like a movie is scored, 
except the player is controlling 
it. What you do affects how the 
music plays, whether it's intense 
or whether it's quiet." 

MARX OUT OF TEH as 

mentioned before, video 
footage is used through the 
game, both to explain the story 
but also to create a suitable 
atmosphere. Rod explains, 
"We've tried to really use the 
video appropriately for the 
game player, in a way that helps 
the player's experience. We also 
tried to create a stronger sense 
of identity for the Strike organi¬ 
sation and for your fellow Strike 
members as a player. Therefore 
you get to see and become 
somewhat familiar with some of 
the characters in the ...Strike 
universe. We tried to create 
some of the tension and adrena¬ 
line rush of combat and some of 
the complexity of the strategy 
and decision making, and mix 
that altogether with some com¬ 
puter graphics and live talent. 

"One of the things consistent 
with the whole product design 
was to create a sense of plausi¬ 
bility and authenticity, so we 
used real actors, real sets, real 
locations. One of the things we 
wanted to do to stay true to that 
vision was shoot a lot of the 
video on location. One charac¬ 
ter, Andrea, who travels around 



for Strike on location, was all 
shot in Prague to capture that 
authentic location. We used a 
lot of the film crew who worked 
on Mission: Impossible who were 
over there, and I've noticed that 
several of the locations we used 
are beginning to show up in 
television commercials. 

"But one of the real objec¬ 
tives we were trying to deal with 
the video in Soviet Strike was to 
sort of create a new style of 
video story telling for these 
high-action games. We we're 
describing it as sort of a CNN 
meets MTV, where you have 
that sort of fast-paced MTV 
look but you also have what 
feels real and legitimate about 
news. We're trying to mix those 
two together in the video and 


hopefully it'll be a unique kind 
of story telling when you see it 
in the product." 

WF AOl HOT AlOHF 

Thankfully the player doesn't 
face the Shadowman alone, as 
they're accompanied by a co¬ 
pilot who handles all the menial 
tasks such as raising and lower¬ 
ing the winch for refuelling. 

"Each level you generally have a 
different co-pilot that works 
with you," explains Kosaka. 

"He'll either be someone that's 
there to help you rescue people, 
or there are levels where you 
drop the co-pilot off, and then 
he goes off and does a sub-mis¬ 
sion to help you on the ground. 

As an example, he might get into 
a different vehicle and drive off 
to create a diversion while you to 
attack an enemy, or he might run 
into a building and set a bomb. 
There's a number of things that 
we have where the co-pilot actu¬ 
ally goes off and does some good 
while you're covering for him in 
the chopper. 

"We've been able to create 
very rich co-pilot characters in 
each level. It's kinda like each 
time you meet a new co-pilot it's 
like a different buddy movie. You 
get to work with them in each 
level, and we have an interna¬ 
tional cast of co-pilots. Each one 
has adds little experiences to the 
kinds of clues he'll give you as 
you're flying around each world." 
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Marts! Kombat 
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BEAT'EM UP 


0 


uring the brief 
16bit hey-day, 
one game reigned 
supreme: 
Capcom's Street 
Fighter. Nothing, it 
seemed, could usurp Capcom's 
World Warriors from their pre¬ 
mier position, and no sooner had 
the original been converted to 
home formats, than two slightly 
updated sequels appeared. Sadly, 
the difference between the con¬ 


secutive cartridges was minimal, 
and after a year of such sequels 
Capcom's crown was up for grabs. 
Coincidentally, Williams' Mortal 
Kombat was rapidly worming its 
way into the arcade-going pub¬ 
lic's affections. 

To be frank, the first Mortal 
Kombat was no great shakes. 
Graphically, the digitised sprites 
were lacking, and there were only 
seven characters which reduced 
its lasting appeal and variety. 
Nevertheless, the Americans 
went ape for it, and the sequel 
emerged surrounded by more 
hype than any of the Street 
Fighter games experienced. 
Developers Ed Boon and John 
Tobias expanded the original in 
every area: more characters, 
secret bonuses, and the much- 
touted 'Fatality' moves of the 
first game were made bloodier 
than ever. Mortal Kombat II was a 
phenomenal success — and 
Acclaim's 16bit conversions 
grossed more than any other carts 
they had released at the time. A 
third game was just a matter of 
time, and the Mortal Kombat 
bandwagon was seemingly 
unstoppable. Sony's new 
PlayStation was the first machine 
to benefit from a conversion, and 
such was the series' popularity 
that Acclaim were planning a con¬ 
version of Mortal Kombat II for the 
Sony machine. But then. Just after 
Sony launched the third game in 
the series, GT Interactive entered 
a deal with Williams which guar¬ 
anteed first dibs on any future 
product. In addition to Doom and 
Final Doom, this also included a 
mysterious title called Mortal 
Kombat Trilogy. No sooner had 
the story broken than the letters 
started pouring in. 'Could you 
play all of the characters from 
every game?', 'Was Smoke in it?', 
and the perennial Mortal Kombat 
question 'Can you be the boss?' 
The answer to each of these ques¬ 
tions is yes — but to sum Mortal 
Kombat Trilogy up so briefly is do 
it a massive disservice... 



Quite simply. Mortal Kombat Trilogy is the answer to fans of the 
series" prayers. Virtually every character from the three games is 
represented, while backdrops selected from the trio are used to pro¬ 
vide the scenery. However, not content with pitting virtually ever 
character against the rest — including all the hid¬ 
den foes from the series and the boss characters, 
not to mention a couple whose existence was 
unsubstantiated rumour - where applicable 
Williams have added two versions of the same 
character. Sub-Zero in Mortal Kombat 3, for exam¬ 
ple, underwent a huge make-over in order to dif¬ 
ferentiate him from the similarly-clad Smoke, Rain, 

Scorpion and Reptile sprites. For Mortal Kombat 
Trilogy, though, both sprites put in an appearance, 
with Smoke and his update also receiving the same 
treatment - while the likes of Sonya Blade and 
Kano (both of whom debuted in the first game) are 
represented by their Mortal Kombat 3 sprites as the 
only major difference between the two sprites is 
better clarity of those in Mortal Kombat 3. Purists 
will be pleased to note, however, that both retain 
a full set of moves from both games. 


THREE IN ONE 





















AKIMALITY; The hardest moves to pull off, 
and a perfect example of a rumour 
becoming reality. Boon and Tobias 
added Animalities after a rumour started 
that they were in Mortal Kombat II. 
Animalities can only be used after a 
Mercy has been performed, but the 
result Is extremely pleasing. 


Rumours regarding hidden characters in the 
Mortal Kombat series have fuelled many a night 
for devout Internet users. The first game was 
rumoured to allow the user to play Shang 
Tsung, the first game's boss. While Reptile 
appeared only as a background sprite in Mortal 
Kombat II, Noob Saibot (the words Boon and 
Tobias spelt backwards) was the game's only 
true hidden sprite. The developers kept con¬ 
stant note of such stories, and for the third 
game stories of a character called Ermac (a 
named derived from an error message shown 
when the coin-op crashed!), along appeared as 
people desperately searched for more hidden 
characters and ways to play as the game's 
bosses. Mortal Kombat Trilogy s character 
select screen thus contains virtually every 
sprite the three games has featured. From the 
first game, Sonya, Kano and Johnny Cage take 
a bow, while Baraka, Mileena, Kitana and 
Kintaro are among those offering their ser¬ 
vices. While a new version of Sub-Zero, 

Motaro and Jade are present as part of the 
Mortal Kombat 3 party. In all. Mortal Kombat 
Trilogy offers thirty-two characters the majori¬ 
ty of which are equipped with a wealth of spe¬ 
cial moves and finishing moves. But no, before 
we start getting letters, what you see Is what 
you get. There are no more hidden characters. 


FRIEHDSHIP:Even more charitable than the 
Babality. Friendships allow the user to 
demonstrate good grace by giving a peace 
offering to the swaying loser. Again, the 
block button must not be used in the sec¬ 
ond round. 


MERCY: In preparation for the ultimate 
humiliation, using a Mercy adds extra 
energy to the loser's power bar, giving 
them a few extra seconds fighting. 
Mercies are only achievable if the battle 
is spread across three rounds, though. 


We're probably teaching our grandmoth¬ 
ers to suck eggs here, but the majority of 
characters in Mortal Kombat Trilogy are 
armed with fancy finishing moves to fur¬ 
ther the loser's humiliation. Each fight 
takes place using the 'best-of-three' 
approach. On clinching the second victo¬ 


ry, though, a gruff digitised voice 
prompts the player to 'Finish Him!' (or 
her), and veteran Mortal Kombateers will 
begin pushing the Dpad and buttons in 
every direction in the hope of pulling off 
one of the game's infamously grisly death 
moves or niceties, which are as follow: 


FATALITY: Inflicts one of a number of gory 
deaths on to the loser. The fighters capa¬ 
ble of fatalities are equipped with two 
each, and these include decapitations, skin 
removal and frequent use of explosives - 
and virtually all shower the victor in a wave 
of bones as they celebrate cementing their 
supremacy. 


RARALITY: Rather than disembowelling the 
loser, a more charitable winner may opt 
to reduce them back to infancy. 
Babalities may only be effected if the 
block button is used in the final round. 
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Not content with cramming the 
thirty-two sprites into the game, 
Williams have also endeavoured 
to cram every backdrop from the 
first three games into Mortal 
Kombat Trilogy. As such. Mortal 
Korn bat II sprites such as Baraka 
and Mileena could find them¬ 
selves slugging it out in Mortal 
Kombat 3's roof garden, while 
Shao Kahn faces Motaro against 
his palatial backdrop from the 
first game. The benefit of the 
full monty of backdrops, though, 
is that they open up extra 
secrets. The second game was 
the first to add pit Fatalities 
wherein a special sequence of 
moves in a key location could 
uppercut the loser into an acid 
pit or impale them on a spiked 
ceiling. Mortal Kombat 3, howev¬ 
er, went one better, with the 
addition of an extra level of 
depth to the backdrops, which 
allowed players to uppercut 
their foe through the ceiling or 
even in front of a tube train. 






The SPECIAL moves] 


VIA COMBINATIONS OF DPAD MANIP¬ 
ULATION AND FRANTIC PRESSES OF 
THE FACIA BUTTONS, THE HARDER TO 
EFFECT^ THOUGH^ THE MORE VISUAL¬ 
LY AND PHYSICALLY STRIKING, 



In the spirit of a WWF tag team battle, Williams have added a 
series of multiple character rumbles for the discerning kom- 
bateer. The main menu allows the user to opt for a straight 
fight through the ranks of the thirty-two characters, or pitch 
themselves against a mate or the CPU in mano et mano bouts, 
or anything up to four sprites a side. The battles are fought 
individually, with each character's health reduced with every 
hit. However, if one of the sprites is defeated, the winner 
remains to take on the next entrant - but with his energy at 
the same depleted level. If the marathon Fatality session 
proves too much, though, a more sedate two-on-two mode is 
also on offer. 


In addition to the grisly Fatalities and assorted finishing moves, 
each of the thirty-two Kombatants comes prepared for battle with 
five or six special moves for use during the battle itself. Just as 
Street Fighter and its many sequels offered the user the chance to 
pull of fireballs and gravity-defying kicks, so Mortal Kombat Trilogy 
goes one better, with sprites that can render themselves invisible, 
use their hair to whip people, lob a grenade, or freeze them to the 
spot using an icy torrent. Die-hard Mortal Kombat fans who have 
encountered the previous games will be instantly at home with the 
Dpad manipulations needed to effect the moves, but even they will 
need to put in a great deal of practice as bosses such as Coro, Shao 
Kahn and Motaro are available to control for the first time, along¬ 
side the likes of Rain and Ermac who are making their first appear¬ 
ances in any of the games. 
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O nce upon a time^ 
comic books 
were considered 
something juve¬ 
nile^ something to 
. ‘ avoided and 

mocked. Any kid sitting in your 
schoolroom reading Spider-Man 
or Batman was a bit of a nerdy, 
while you sat and poured over 
Roy of the Rovers or Valiant. Then 
one day^ after twenty years over 
being an 'underground subcul¬ 
ture'^ comics grew up. In the 
short space of a month or two^ 
Frank Miller and Klaus Jansonn 
delivered their Batman opus The 
Dark Knight Returns (without 
which^ we'd never have 
got the movies) while 
Alan Moore and Dave 
Gibbons went over¬ 
board with their 
retro-thriller 
Watchmen. Suddenly 
comics were hot, fea¬ 
turing in The Sunday 
Times news pages 
and open to the 
real world rather 
than just the geeks. 

Ten years later and 
much of that f loodwater 
has subsided. Small indepen¬ 
dent publishers came and went, 
each determined to put the "big 
two" corporations (ie Marvel and 
DC) out of business. None suc¬ 
ceeded, although a few made 
some good inroads. 1996 offers 
the comic reader a situation very 
different from 1986 and com¬ 
pletely unrecognisable from 
1976. But still hanging on in 
there are Marvel's basic stable of 
heroes, spawned between 1961 
and 1965, the company's so- 
called silver age. Iron Man is one 
of them. 

X-0 Manowar, however, is a 
completely different kettle of 
fish. Valiant Comics, who publish 
his adventures, was one of those 
companies which wanted to see 
Marvel ground down. It failed, 
went through some changes, 
revitalised by Acclaim (hence 
Acclaim Comics, of which Valiant 
now appears to be a subsidiary). 
Pairing these two characters up 
for a game is an odd move. 
Neither are exactly top selling or 
bursting with customer identifi¬ 
cation. The average person in the 
street might know that Spider- 
Man or the Hulk are Marvel char¬ 
acters, but Iron Man? 
Nevertheless, teamed up they 
are for this platformer-come- 
shoot 'em up, fighting a variety 
of Marvel and Valiant bad guys. 


POW! 


WRLLOP! 


One of the greatest things about comic-book sto¬ 
ries is the unlimited scope for impossible plots. 
Iron Man/X-0 Manowar: Heavy Metal the game 
has embraced this concept wholeheartedly, as 
you battle through the evil minions of Crescendo 
and Dromak in an attempt to prevent the Cosmic 
Cube from falling into their hands. One of the 

most powerful, sen¬ 
tient objects in the 
cosmos, the Cube 
holds the power to 
remake the 
Universe and every¬ 
thing within it, giv¬ 
ing it's holder infi¬ 
nite capacity for 
peace or destruc¬ 
tion. Guess which 
one Crescendo 
wants to cause... 


In classic platform shooter style there are 
loads of bonus health, weapons and extras to 
be found along the way. Mastering the special 
shoot move that lets you blast at the scenery 
behind you can help a lot with this as many 
hidden extras can be found there. It's also a 
good idea to keep on firing at your enemies 
dead body. Not only does this result in a most 
satisfactory explosion of flying body-parts, 
but some of the best weapons power-ups can 
be found in this way. 


M Manmar: 

Metal 



























There's seven manic levels to battle your way through, each with their own objective. 


TI«VRCI€ 




ST. PRULS 
NUCLERR PLRNT 


STRRK 


Crescendo intends to use the 
new vibranium drill for her evil 
purposes. Bash your way through 
Spicier Allens, Dromak Privates 
and Yellow Jacket to thwart her 
deadly plans. 


NEW YORK CITY 


RRIN FORREST 
Sc VOLCRNO 


Mister Hyde and the Melter have 
sabotaged the power plant and 
placed it on the verge of full- 
scale nuclear meltdown. You 
must battle through Spider 
Aliens and Armorines in a race to 
save the plant. 


Reclaim the streets of New York 
City while avoiding the atten¬ 
tions of the Spider Aliens and 
Crescendo Guards - oh, and the 
nuclear warheads are best avoid¬ 
ed too. 




t 





Slash past hoards of Spider 
Aliens and Armorines to find and 
destroy the mighty Absorbing 
Man and ultimately defeat the 
Helicopter Gun ship. 


ISLE OF EXILES 


The objective here is to shut 
down the drill and enter the mine 
shaft where Mistress Crescendo 
and Dromak are lurking. In here 
you'll find all manor of hideous 
bio-servants that need putting 
out of their misery. 


DRILL PLRTFDRM 


□ROMRK SHIP 


this 
game, 

featuring an attempt to res¬ 
cue the Cosmic Cube, a pow¬ 
erful artifact that has caused 
the two alternate universes to 
merge - and leaving it up to Iron 
Man and X-0 Manowarto 
put their respective 
realities back on the 
right track. 


Iron Man was one of Marvel Comics' very first 
superheroes, way back in the early Sixties. 
Millionaire playboy Tony Stark was selling 
arms in Korea when he crossed an enemy war¬ 
lord and was shot at for his trouble. Although 
helped by an oriental scientist, a piece of 
shrapnel was lodged by his heart, threatening 
his life. The scientist devised an armoured 
fighting suit for him, enabling Stark to escape 
home where, after many costume refinements, 
he became known as Iron Man, a member of 
the New York based supergroup, the Mighty 
Avengers. 

Stark also 
built up his 
own industrial 
company, be¬ 
coming one of 
the world's 
leading techno¬ 
logical geniuses. 

X-0 Manowar 
however, is a 


different kettle of fish. A recent creation by 
Valiant Comics, his background is as an 
ancient Briton, fighting the scourge that 
was the Roman Empire. He discovered the 
X-0 Manowar armour in a hidden cave but 
on donning in, was kidnapped by the 
extraterrestrial Spider Aliens, returned 
1500 years later to help fight crime. 

Marvel and Valiant have teamed up to 
produce a two-issue mini-series (one per 
company) expanding upon the premise of 


Defeat Blackout who guards the 
anteroom that hides the Cosmic 
Cube. This will be far from easy 
and once done you still have to 
face Crescendo and Dromak 
before they can use the Cube. 


The final confrontation. Locate 
the throne room where you final 
ly get your hands on the Cube. 
But before you can restore the 
Universe to normality you must 
defeat Crescendo and Dromak. 


KER-BUOWIE! 
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BOINC! 


The Marvel and Valiant comic 
villains are out in force here, 
leaping into action from the 
pages of the dusty comics hid¬ 
den beneath our beds. Dozens 
of them make special guest 
appearances as either sub 
level or end of level bosses. 
Here's the low down on just a 
few of them... 


RBSORBINC MRN 

He has the ability to absorb the 
properties of objects about 
him. This can be a right bugger 
as kicking seven bells out of a 
column of water will get you 
nothing but a wet foot. 



> 


TITHNin 

Absorbing mans wife - and 
she's tough. I guess that's why 
her husband carries the ball 
and chain about with him. 



MISTER HYDE 

This lunatic doctor has become 
permanently trapped in his evil 
persona. He has a great dress 
sense though. 



ZRP! 


You are given the choice of playing as either Iron Man or X-0 
Manowar in your fight against the dark forces of the world. 
There's little difference in their performance overall, except 
perhaps for the colour of their blasters and the style of their 
kick/punch moves. Both super heroes have the ability to boost 
into flight for a limited period of time and, as well as the back¬ 
ground shot, a double tap down on the direction pad before 
firing will send fireballs spinning out to either side of you - 
very handy when you're completely surrounded by blood¬ 
thirsty mutants. Picking up the special power-ups will give you 
a double and even a triple laser shot which is extremely useful 
when it comes to getting past the over-head gun turrets. No 
super hero game would be complete without the 'cosmic 
blast' and Iron Man/X-0 Manowar: Heavy Metal \sn't lacking in 
that department, though it's a good idea to reserve these for 
use on the Bosses, who are very tough indeed. 



\An impressive fella, that] 


X-0. Examine the heroes 

STATS AND DECIDE WHICH 
ONE TO TAKE FOR A SPIN, 

There's not much differ¬ 
ence IN PERFORMANCE, SO 
IT ALL COMES DOWN TO 
YOUR TASTE IN ARMOUR, 



WANNA HOPE YOUR BOOSTER 
SHOES DON'T RUN OUT OF 
STEAM OVER THIS LOT! 


BARBECUE? THERE ARE SOME 
GREAT TOUCHES IN THE ANIMA¬ 
TION WITH EXPLODING BODIES 
AND BLAZING TORSOS, 


RRNIM ZOLR 

Originally a genetic engineer 
for Hydra, Arnim Zola suffered 
from a disfiguring disease and 
so installed himself in an 
android body. 


BLRCKDUT 

Another ex-thug of Zemo who 
has branched out on his own. 
Sad, bad and totally mad... 



ZQLR’S FRERKS 

Genetic freaks created by the 
mad scientist. Get too close and 
they'll confuse your senses with 
a sonic beam, changing the 
action of all the buttons on 
your keypad. 


-'yc- 


□RBMRK PRIVRTE 

Reporting directly to Dromak, 
these metal menaces are har¬ 
bingers of destruction - and 
you can never find a can-opener 
when you need one. 



□ROMRK 

The ultimate Warrior. This 
demon in armour want's to use 
the Cube for his evil ways - it's 
up to you to stop him. 
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Aquanauts Holiday. A totally unique virtual adventure. Swim and explore the ocean. 
Meet fish and talk to them. Discover ship wrecks and build a reef. Catch the drift? 

DO NOT UNDERESTIMATE THE POWER OF PLAYSTATION 


SONY 
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JUB 


Bubble Bobble 2 offers 


]far more in the secret 

BONUS DEPARTMENT THAN ANY OTHER IN THE SERIES. 


The backdrops 


0 here's no doubt- 
i ing that Bub and 
I Bob have hit the 
* PlayStation with 
a vengeance. 
Following a ten-year 
period of obscurity, the pair's 
history has been updated in 
32bit conversions of Bubble 
BobblCj Rainbow Islands and 
BusuA~Move. Now, in an anally- 
retentive manner normally only 
associated with continuity- 
obsessed Star Trek fans, the 
order these games run can be 
listed as follows: Bub and Bob's 
parents are kidnapped and the 
pair are transformed into 
dinosaurs by Baron Von Blubba 
and the Bubble Bobble (1982) 
adventure begins. Before they 
are reverted to their human 
form, though, the bubbling 
Brontosauri find time to star in 
Bust-A-Move 1 (1994) and Bust- 
A-Move 2 (1996). At long last, 
the pair revert to their original 
dungaree-wearing forms in time 
for the seven-stage Rainbow 
Islands (1986) and Rainbow 
Islands Enhanced (1996), but 
abandon rainbow-producing 
skills for fancy umbrella-waving 
abilities in Parasol Stars (1991). 

By now. Bub and Bub were 
past their best, and 
became family men 
producing a number 
of kids who, in 
turn, produced 
grandchildren. 

Now, in keeping 
with the Star Trek 
analogy, we 
come to Bubble 
Bobble2 {^996)- 1 

which could almost 
be described as 'The 
Next Generation.' 

While it ashames us to be 
so pedantic, there's no doubting 
that the Bubble Bobble heritage 
is a fine one, and one that is set 
to continue in Virgin's conver¬ 
sion of the little-seen sequel to 
Bubble Bobble (known in some 
circles as Bubble Symphony). 
Following the principle that a 
good sequel is one that expands 
upon the original in every way. 
Bubble Bobble 2 not only drops 
descendants of our established 
dino<None>-buddies into more 
levels of bubbling action, but 
also gives them two mates for an 
all-new four-player mode, and 
the option of selecting a number 
of routes for a little variety in 
the long journey to freedom. 


BUBBLE POWER 


The original Bubble Bobble is over fourteen years 
old and plays host to eight-colour sprites and 
matt-black backdrops which, to be fair, were 
considered state-of-the-art at the time. The 
sequel, however, benefits from over ten years of 
hardware advancement, and while the decora- 
tively-platformed stages will be familiar to fans 
of the series, the backdrops and general 
enhancements give Bubble Bobble 2 the look of a 
32bit game. Every aspect of the graphics has 
been given a lick of paint, with more detailed 
versions of the old sprites — cowled rock-rollers, 
the blue ghosts and the cuboid robots, for exam¬ 
ple - mingling with all-new characters, while the 
level design is generally more intricate, necessi¬ 
tating more skill from the player and more cre¬ 
ative use of bubble ledges and the game's four- 
player co-operation opportunities. Taito have 
also plundered their arcade game archives, and 
Bubble Bobble 2 features cameo appearances 
from characters from past games, including a 
few from New Zealand Story, for example. 


ARE TYPICALLY 
CUTESY^ AND ARE 
THEMED AROUND 
FRUIT, TELEVISION, 
AND STEAM TRAINS. 


VIRGIN 

NOVEMBER 

£44.95 
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BOSS REQUIRES GREAT DEXTERITY 
AND TIMING, AS THEY MOVE 
AROUND THE SCREEN AT A TER¬ 
RIFIC PACE. 


The scenario is set ten years 
after the events of Bubble 
Bobble, with Bub and Bob's 
grandchildren, Babbyand 
Bobby, taking the starring 
roles. The story picks up with 
Babby and Bobby visiting the 
library with their great mates, 
Curon and Coron, when a cer¬ 
tain book catches their eye. 

On opening the dusty tome, a 
spell within the pages is acti¬ 
vated and all four are turned 
into dinosaurs, and sucked 
into a world within its pages 
horribly reminiscent of their 
grandparent's famous adven¬ 
ture. The addition of Curon 
and Coron to the team thus 
adds a four-player mode to 
Bubble Bobble 2, and Taito 
have ensured that each of the 
characters is of differing 
skills. Babby, for example, is a 
good all-rounder, while Bobby 
is fast on his feet. Similarly, 
Curon has a greater range with 
his bubble, while Coron can 
produce them faster. 


As before our heroes' powers can be supple¬ 
mented by collecting the assorted power-ups 
and icons which appear randomly. Hardy 
perennials from the first game, such as the 
lightning bolt and fire bubbles, have made a 
welcome come-back, with the former proving 
essential for defeating the game's bosses, 
while the latter kill anything they come into 
contact with. The all-important new additions 
to the power-up collection are yellow bubble 
gum, which enhances the speed of the bub¬ 
bles, purple gum to extend their range, and 
blue gum which offers a mixture of the two. 
The rest of the power-ups 
are also a mixture of the old 
and the new, with red shoes 
making the owner fleet of 
foot, clocks freezing the 
enemies, coloured crosses 
which allow the recipient to 
produce fireballs, while tro¬ 
phies endow the collector 
with every power-up or a 
handy smart bomb. The 
arrival of a new power-up Is 
hinted at by the tolling of a 
bell, and they then remain in 
the player's possession until 
a life Is lost. 
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Once inside the magic world created by the spell book, the mission 
becomes one of escape. As our scaly heroes bounce and bubble 
their way across the levels, their path is often blocked as one of the 
bosses puts in an appearance. These huge sprites take the form of 
one of the many aliens the pair encounter, and bounce off the walls 
in pursuit of our heroes. Normal bubbling has no effect on the boss¬ 
es, but each boss stage is normally brimming with lightning or fire 
bubbles, and these are either fired at or dropped on to the over¬ 
grown baddies until they are finally encapsulated in a suitably large 
bubble. Popping the bubble then sends them flying off screen and 
players are duly rewarded with huge bonuses and power-ups for 
their trouble. 


I 



Bubble Bobble followed a linear route, with the 
pair starting at the top of a stack of one hun¬ 
dred levels and working their way down. In a 
nod to Parasol Stars, the sequel scrolls side¬ 
ways, with the single-screen levels shifting off¬ 
screen to reveal the next location. In all. Bubble 
Bobble 2 contains over one hundred screens, 
but the route to the final boss can be chosen 
via a series of warp gates. Having cleared a 
number of screens, our bubbling buddies are 
offered a choice of routes, each of which is 
individually named and follows a different 
graphical theme. Developers East Point have 
also recreated the many bonus rooms and hid¬ 
den features in Taito's original, and the afore¬ 
mentioned warp gates allow the user to double 
back on themselves to collect anything they 
may have missed. 
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SHOOT 'EM UP 


ne of the most 
H|H frequently used 
phrases in our 
previews and 
reviews is to refer 
to a game as something of a 
Doom-clone. Aiien Trilogy, 

Hexen, POed, Exhumed - all 
have fallen into that category to 
some extent. Now here comes 
the ultimate Doom clone - Final 
Doom. Purporting to be the last 
word in the series, the use of 
non-storylined games and 
adapted amateur Internet wads ^ 
would suggest that nothing ^ 
should really be considered 
final. Just ask Freddy Kruegger. 
Nevertheless, for the moment 
this is the last Doom game we're 
likely to see on the PlayStation, 
with around fifty new levels to 
either shoot demons on or, if 
you've the extra PlayStation 
and disc, Deathmatch around. 
Plus there's a promise of some 
(possibly more than last time) 
hidden levels a la last time's The 
Mansion and Club Doom, this 
adds up to a package as weighty 
and value for money looking as 
the original. And at least these 
won't have been around on the 
PC for a couple of years first. 

But do we need another ver¬ 
sion of Doom? What can this 
off^r that the first didn't? 

After all, the weapons are the 
sathe. The bad guys are the 
satire and despite geographic 
differences, so is the basic 
topography. Ultimately, it 



brings up the equation of why 
there were half a dozen Police 
Academy films or Pink Panther 
movies, people like more of the 
same. To take the analogy fur¬ 
ther - the characters and situa- 
,tions are the familiar, but the 
script and resolutions are slight- 
fy'*3ifpBFeiTI. P 
The chsdmges in Final Doom 
are probably familiar but the 
order in which they are played 
makes them sufficiently differ¬ 
ent to be worth a look. 
Ultimately, Final Doom seems to 
be more of a second chapter 
than d sequel, but whatever it 
is, if you enjoyed Doom, this 
promises to be just as pleasur¬ 
able an experience. 










Behind every good Cacodemon 


_I THEIR LURKS ANOTH¬ 
ER^ JUST WAITING UNTIL YOU PAUSE FOR BREATH BEFORE 
SPLATTERING YOU INTO UTTLE GUNKY BITE-SIZE CHUNKS. 


THE NEW BREED 


WRDS OF DERTH 


As a bonus to the two main games are the Master 
Levels - more than a dozen areas of mass death 
and destruction, including such exot¬ 
ic sounded places as Fistula, 
Paradox, Subspace and Vesperas. 
This have been put together as 
difficult levels by both id and a 
few individuals who created 
their own Doom levels via the 
Internet. These wads have 
been adapted by id into 'offi¬ 
cial' Doom levels now and easily 
rank amongst the hardest of the lot. 
Ever since Doom hit the PC, gamers around the 
world have been creating their own episodes and 
scenarios via the 'net. Apart from the Doom 
demons, wads have been available featuring smi¬ 
ley faces, Homer Simpson, Daleks and even Elvis 
Presley who, upon killing you, mumbles in true 
King style "Thankyouverymuch". 






Whereas Doom for the PlayStation was separated into Doom 
II and Ultimate Doom, Final Doom is in three sections. The first 
section of 32 levels Is known as TNT - originally entitled Evilution. 
Amongst the levels therein are Wormhole, Nukage Processing, 
Ballistyx, Quarry {for those of you expecting shades of Doctor Who 
and Blake's 7 with that name, fear not) and, best sounding of all. 
Human Barbecue. The second collection of 32 levels are collected 
together as Plutonia (or The Plutonia Experiment) and feature such 
wonderful torture zones as Ghost Town, Baron's Lair, The Death 
Domain and the final game. Onslaught. 
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Everywhere you 


A Hell Knight or Revenant 

WAITING FOR YOU. 


Virgil is a perfect example] 


LOT OF 

THIN WALKWAYS^ REQUIRING 
TRICKY MANOEUVRING. 


ROOMS WITH LOTS OF 
DOORS OPENING INTO OTHER^ LARGER^ ROOMS WITH LOTS OF DOORS OPEN¬ 
ING ONTO MORE LARGE ROOMS WITH LOTS MORE DOORS LEADING TO... 


THE END ...? 


Once again, when Onslaught has 
been played through, you get 
another congratulatory mes¬ 
sage, telling you that basically, 
you've beaten all the bad guys; 
those familiar with Doom will 
know what to expect. Final 
Doom ends with a demonic 
warning about what you'll need, 
should you ever end up in Hell 
again. Well, a BFG might be use¬ 
ful, but nevertheless, it does 
hint that there may be more to 
come. Is this truly the end? Is 
this absolutely Final Doom! Only 
id know for sure... 


FRANCHISE OF DOOM 


Latterly on the PlayStation, all things Doom have been getting big¬ 
ger and bigger. Few games spawn quite as much Interest as Doom 
has - some games dealers are charging as much for the Doom promo¬ 
tional materials (counter stands, full-size CyberDemons etc) as they 
did for the game. Final Doom is just as likely to encourage 
high (if rather unethical) spending. On top of this, there 
are the on-going series of novels published by Pocket 
Books: Knee Deep in the Dead, Hell on Earth, Infernal Sky 
and recently Endgame (see Issue 11 of PlayStation Plus 
for a review). But by far the most eagerly awaited 
development is the Doom movie, mooted for a late '97 
release. With the technology available to today's film¬ 
makers, the visualisation of seeing "Our Hero" up 
against lifesize CyberDemons, Spider thingies and 
floating Cacodemons ought to be extraordinary. 


One of the most immediately noticeable aspects of Final Doom is that while the gameplay is pretty much 
the same, everything is bigger and badder. Even when played on one of the easier settings, such as Not 
Too Rough, the player is Immediately greeted with Revenants and Hell Knights. The original PlayStation 
Doom slowly built up from a few soldiers, then Imps, Lost Souls etc, but Final Doom throws you in at the 
deep end, ill-armed and relying on your wits and skill, especially on the Master Levels. The quantity of 
monsters and size of the levels are much higher than original Doom as well. Another thing original Doom 
allowed to grow as it went along was the complexity of puzzles, traps and hidden doors and passages. 
Not so Final Doom. Working on the (quite understandable) assumption that if you got to Redemption in 
Doom, you are well versed with the twists and turns that made those latter levels such fun and hard work, 
so the first few TA/Tdon't hold back. Just take a look at the maps (and yes, the same cheats to get maps, 
weapons and keys work here as they did on Doom) and you'll see how sprawling a majority of the Levels 
are. Wormhole in particular is beautifully deceptive, but for those of you who prefer not to cheat, then 
picking a level like Minos and working your way through it is enormous fun. 


Once again a link-up cable between two PlayStations and two 
copies of Final Doom enable players to play either Cooperative 
against the demon hordes or the ever-popular Deathmatch. 
Don't expect any quick battles though - unlike many of the 
levels in Doom, the Deathmatches in Final Doom are large 
sprawling affairs with the two players initially spread far 
apart, needing to use just as much skill and fast moving to find 
the weapons and hidden rooms as in the normal gameplay. 
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TELSTAR 





SEPTEMBER 

£39.99 
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SPORT SIM 




Traditional grass courts are great, with the ball's 
bounce suppressed by the springy surface. 


X rmxy rome<> ’ 


X PETER 


Take care on the concrete court — it adds extra 
speed to serves, but diving really chafes. 


Pick out the 


_ iLOCATION TO PLAY MND 

GET READY FOR ACTION, THE COURT 
SURFACE IS SHOWN AT THE BOTTOM. 


Squeaky trainers are essential on the wood sur¬ 
face, which has the same attributes as clay courts. 


hort skirts^ strawberries and 
cream and sunburnt shoulders. 
Probably the three most com¬ 
mon signals it's tennis season 
again — and one of the most pre¬ 
dictable introductions to the latest addition to 
the wealth of new PlayStation tennis games^ 
apart from bemoaning how crap the English 
are at the sport. And while Wimbledon is the 
best known tournament in the worlds the 
biggest and most popular one actually began 
life in 1900 in St. Louis, Missouri. The Davis 
Cup tournament is commonly recognised as 
the "World Cup" of tennis and many of the 
worlds greatest players take part each year. 
Andre Agassi regularly appears, sporting a 
funky T-shirt and Brooke Shields, along with 
stars like Boris Becker and Michael Chang. 
Cashing in on this seasonal mania, Telstar are 
adding Davis Cup Tennis to the array of tennis 
games currently available for the PlayStation. 

Due out in September, Davis Cup Tennis is up 
against some pretty stiff competition with the 
recent release of Sampras Extreme Tennis. But 
Telstar have approached the game from a new 
angle, using a technology called 'roto-morph- 
ing' to create photo-realistic graphics instead 
of the familiar cartoon-style animations. 

There are plenty of in-game options to keep 
you amused, from practice mode to a full 
blown tournament. You can play by yourself, 
or with up to three other bods using the Multi- 
Tap adaptor and with a massive 48 players to 
chose from, each with their own unique per¬ 
sona, there's not much danger of running out 
of choices too quickly. 

Could this be the game to topple young 
Sampras off his pedestal as champion of the 
Tennis sims? Time will tell. 


GET R LIFE 


There are 48 players to chose 
from (all of whom are digitised 
renditions of the assorted public 
relations and programming 
teams working at Telstar), each 
with their own unique set of 
skills and attributes. The factors 
contributing to their prowess on 
the court include speed, 
strength, accuracy and manners 
- or, in some cases, the lack of 
them. The digitised sprites also 
seem to take the game very seri¬ 
ously, and if they miss too many 
high lobs they will throw their 
racket to the floor and have a 
tantrum. You also get to pick 
your opponent's persona and, as 
you progress through the tour¬ 
nament, they will get harder and 
harder to beat. 


CENTER COURT 
_ RCTiON _ 

Every country in the world that enters the Davis 
Cup tournament is featured in the choice of loca¬ 
tions. They are essentially split into four categories 
- grass, clay, concrete and wood. 























































Now IT'S TIME TO SET UP 


Full on tournament or 


JUST A QUICK CAME - 
THERE'S SOMETHING FOR 
EVERYONE. ALL WE NEED 
NOW IS A SLICE OF ORANGE. 


PLRY STYLE 


There are several different game modes as well 
as the practice mode. You can take on a ran¬ 
dom opponent in a quick game, play doubles 
or singles in a one off match, enter a league, 
go for a marathon session in winner stays on - 
or meet the creme-de-la-creme in the 
Davis Cup Tournament. 


A MATCH. The range of 
SETUPS AVAILABLE IS VERY 
WIDE. Try A CAME OF 
DOUBLES OR SINGLES^ 
THEN SELECT THE NUMBER 
OF SETS IN THE MATCH. 



pMHSHINC 


Before subjecting yourself to the 
humiliation of being knocked out 
of the tournament in the first 
round you can get you act together 
on the practice court. There are a 
good range of shots to chose from. 
The lob puts the ball high and 
deep into your opponent's space, 
the volley pushes a low fast ball 
across the net and the overhead 
smash does exactly what it says - 
smashes it over your opponent's 
head. The best stroke is the lock- 
volley. This can be used two ways 
- as a hard hit from deep In your 
space to a fast bullet return when 
you're up at the net. The program¬ 
mers at Telstar hope to be includ¬ 
ing top and side spin. This is not 
confirmed yet, but the aftertouch 
function puts a nice curve on the 
ball if caught just right. 
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TOTRL MRYHEM 


sn't it strange 
that we spend 
so much time 
drooling over the 
graphics in games 
like Tekken 2 and WipEout, and 
yet when we get our hands on 
a classic arcade conversion like 
Robotron or Defender, we all 
line up with our noses pressed 
against the television screen^ 
like kids at a sweet shop win¬ 
dow. Perhaps seeing these 
games takes us back to days of 
grubby knees and climbing 
trees. Days when our biggest 
worry was how to get out of 
wearing the nerdy Clarkes 
shoes our parents insisted on 
buying us. That's partly it Tm 
sure. The moment we cracked 
open the wrapper on WilUams 
Arcade Classics (reviewed in 
Issue 8)^ the air was suddenly 
filled with childhood anec¬ 
dotes that only the teller 
found funny and reminiscing 
about television shows like 
Fingerbobs and Pipkins. But it 
also has a lot to do with that 
tired old cliche you hear us 
banging on about all the time. 
That's right - gameplay. That's 
not to say WipEout and Tekken 
don't possess this quality, they 
have it in abundance. But it 
does show to some extent that 
if a game has enough clout in 
the area of playability, you 
don't always need to dress it 
up in fancy clothing to make it 
into a smash hit. So, what hap¬ 
pens when you take one of 
these totally addictive games 
and upgrade the graphics to 
something more fitting for the 
PlayStation? You get Robotron 
X - and presumably free tick¬ 
ets to the video-gaming equiv¬ 
alent of the Betty Ford Clinic. 


The plot is simple - rescue the wandering humans from a herd 
of marauding robots. Achieving your objective however, is not 
as simple. There are dozens of mechanical menaces to over¬ 
come, all intent on crushing your skull beneath their size 
nine's. As with the original game, you'll find yourself up 
against the odds in a box filled with robots - only to make mat¬ 
ters worse, this time it's a 3D rotating grid, and your only hope 
is to slam you finger down on the fire button and run like crazy! 


GT INTERACTIVE 

NOVEMBER 

TBA 

1-2 

SHOOT'EM UP 


Robotron X 


MB 


There are 99 levels in total, packed with dozens 
and dozens of different enemies. It's a good idea 
to watch each one carefully when you first 
encounter it, as some fire bombs at you or spawn 
other nasties, so take them out first to reduce 
the workload. There's also some that can't be 
destroyed, but they tend to move a bit slower 
than the others, so as long as you stay on your 
toes you should be able to avoid them. Your 
humans need picking up as soon as possible too, 
for extra points - but in the later levels it 
becomes a life and death issue as some robots 
have the power to mutate these hapless people 
into monster androids, which will just add to 
your headache. 





















TWISTED METRL 


As you battle your way through the levels, 
making sieves out of your enemies, an increas¬ 
ing range of power-ups and weapons are made 
available to pick up. This seems all very nice on 
the surface, until you realise that along with all 
this increased firepower comes much bigger 
and much badder robots to face. Even more 
chillingly, there is the odd kamikaze human and 
exploding mine. These, of course, are there 
just to keep you on your toes. 





The levels are linked by a sequence where 


As THE ACTION HOTS UP,\ 


PSYCHO-DELIC 


MERCY 


Robotron X recreates all the addictive action 
and energy of it's predecessor and tops it off 
with some damn good extras. Psychedelic 3D 
rendered graphics whirling around a 
rotating camera view will have 
your head spinning, and while 
the concept is the same as 
the original, the Nineties 
version has spawned a 
particularly murderous 
collection of robots for 
you to face off against. 

A new feature for this 
version is a two player 
link-up, which is very 
cool and should add even 
more longevity to the 
game, with special power- 
ups and end of level bosses 
that will blow your mind. 


THE player's SPRITE DROPS DOWN TO THE 
NEXT STAGE. IT'S REMINISCENT OF THE OLD 

Time Tunnel television programme. 


And if all this sensory input isn't 
enough to overload your brain, 
plug in a couple of meaty stereo 
speakers and crank the volume 
right up. The thumping hardcore 
techno music is the final touch 
that will draw you into to the 
world of Robotron X and have 
you screaming for mercy. 
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GAME DIFFICULTY: HARD 
CONTINUES: MEMORY CARD 
SKILL LEVELS: 6 
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n opportinity been sadly 
missed* After years of con- 
structio^tiie Channel Tunnel is It 
finally open, but so far has 
proved unsuccessful in earning back the bil 
lions it cost to build. A pp®ible answer to'^^ 
recouping the immeasurable debt would be 
to use licencing to gain public interest. 

Picture this; Channel Tunn^: the Video Came. 

Based on Tunnel Bh it would be financially 
beneficial to both Ocean and the 
Government, each party gaining a 
higher profile for their respective 
products. Better still, the game 
would barely have to be changed - 
simply swap the futuristic enemies 
for stripy-topped French blokes try¬ 
ing to invade Britain and you have 
the basis for a top selling game. 

As it stands. Tunnel opts for 
the conventional video game story¬ 
line - mentally-deranged evil bloke 
creates armageddon dewce, evil 
blokes threaten to destroy mankind 
with said-device, lone soldier is drafted 
into deal with the problem. Sure, it's a 
cliched plot but one that is sufficiently ade¬ 
quate for what is essentially a shoot 'em up, 
albeit an extremely good looking one. 

Stereotypes and cliches aside. Tunnel B1 is 
the first fruits of Ocean's relationship with 
German developer Neon. It's one of the most 
anticipated PlayStation games of 1996 and 
rightly so, as Tunnel B1 is by far one of the 
most visually impressive games to grace the 
Sony machine to date, ft's crammed with 
action too, from reckless blasting to a frantic 
race against the clock through winding 
sewage tunnels. To be frank it's extremely 
good, but I still think Parisian onion-sellers 
would have made much better enemies. 


M8 






\MlSStLES AND ROCKETSl 


UPGRADED TO FIRE TWO AT TIME 
TIME. Excellent STUFF, mais oui? 


Break the beams of light 


_ {THAT 

STRETCH ACROSS THE CORRIDOR AND 
you'll activate a SWITCH. 


Without weapons, war is just a glorified playground scrap. 
No hair-pulling or petty brawls here though, as there are 
stacks of guns and missiles to collect. Most are hidden 
inside supply crates and, unsurprisingly, are somewhat 
heavily protected. 

PRIMARY WEAPONS 


Machine gun 

The first and therefore the weakest weapon 
available in the game, probably the best (and 
only) benefit of using the machine gun is that 
it's equipped with unlimited ammunition. Can 
be upgraded to feature twin or triple barrels. 


Rockets 

These area-effect weapons are extremely useful 
against slow-moving enemies and the shield 
generators, but watch out for the resulting 
explosion. Can be fired in bursts of one or two 
depending on power, and can also be upgraded 
to a seeking rocket. 


Missile 

Similar in power to the rocket but considerably 
smaller and therefore far more manoeuvrable. 
Best used against fast moving targets as they 
can lock on and automatically track an enemy. 
Can be fired in bursts of one or two and the 
seeking missile can be target an enemy lurking 
around a corner. 


THE TOOLS OF WHR 


SECONDARY WEAPONS 

Flare 

The ultimate in self-defence. When fired, the 
flares arc out in front of the skimmer, attract¬ 
ing any incoming homing missiles. Although 
not 100% effective, they help players to sur¬ 
vive that bit longer. 




Mine 


Dropped from the front of the ship, mines can 
be used to blow open doors or to nuke enemy 
minefields from a safe distance. Alternatively 
they can be 'kicked' at an enemy simply by 
sliding into them. 



Smart Bomb 

Extremely effective against heavily armoured 
enemies, the smart bomb will crack through all 
but the thickest force fields and will instantly 
wipe out any incoming missiles. 



Super Smart Bomb 

The Super Smart Bomb Is constructed from 
five separate component, and when detonated 
causes an explosions five times as powerful as 
the Smart Bomb! Limited In supply, save this 
for the toughest enemies. 



Argon Laser 

The Argon Laser is only effective against enemies 
equipped with energy shields. Can be upgraded 
to twin barrels and eventually swapped for the 
more powerful Neon laser, which causes twice as 
much damage. 
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CRRTE 

EXPECTRTIONS 


When creating Tunnel B1 it's obvi¬ 
ous that Neon have taken all the 
ingredients that make a playable 
shoot 'em up and bundled them 
into one neat, extremely attractive 
package. The graphics are nothing 
short of breath-taking and the 
gameplay is equally refined, but 
gameplay hasn't been forgotten. 
Take the power-up for example. 

Ever since Nemesis (or Gradius as it's 
known in Japan) introduced the 
humble power-up they've become 
an integral part of the shoot 'em up, 
and naturally Tunnel B1 follows this 
example. There are loads of bonus¬ 
es hidden within the game, hidden 
inside armoured crates that can be 
cracked open either by shooting or 
ramming them. Extra munitions are 
in abundance, although shield top- 
ups aren't quite so wide-spread. 
Stored inside massive radiation- 
proof canisters, the player has just 
ten seconds to grab the power-up 
before it explodes, leaving behind a 
lethal residue that saps energy 
rather than restores it! More impor¬ 
tant power-ups, such as extra 
weapons, are indicated on the map, 
thankfully making them almost 
impossible to miss. Without them, 
some of the later levels are practi¬ 
cally impossible. 



DISRBLINC THE ORPHEUS VIRUS 



DThe mission begins with a 
short briefing. The objective 
is simply to exit the level 
Intact, although you are 
advised to grab the weapon 
powers along the way. 



Ei Initially the skimmer isn't 
equipped with a weapon, so 
the only way to crack open 
the supply crates is to ram 
them. Inside the first: a pris¬ 
tine machine gun. Cool. 



B With the ship fully armed and 
operational, it's time to 
explore. Blasting a few more 
boxes uncovers various good¬ 
ies and a twin-shot weapon 
power-up. 



Q Seconds later the way is 


blocked by a huge blast door. 
Thankfully it's easy to open, 
by running over the pressure 
pad until the light switches 
over to green. 



El Behind the doors you 

encounter your first adversary 
- a remote cannon. Keeping 
moving to prevent it from 
acquiring a lock and open fire 
with twin machine guns. 



B More crates can found further 
down the tunnel, some pro¬ 
tected by a couple of remote 
sentries. Eliminate them and 
install the three-way fire 
power-up. 



Q Ahead the tunnel becomes 
cramped, huge tank traps 


blocking the path. Carefully 
slide between them and tar¬ 
get the transporter that 
attempts to escape. 



B Frag the transporter and all 


that remains is to hit the open 
the exit and speed Into the 
warp hole. Don't celebrate 
too soon though - that was 
only the first level! 


PRSSINC TIME 


CBMniEMT V 


^ ^ j j There s no 
doubting 
graphical 

finesse which is apparent 
throughout Tunnel B1, but 
personally I found the game 
too repetitive. The first cou¬ 
ple of hours playing were 
rewarded with stunning 
explosions^ claustrophobic 
settings and tough missions. 
However, after prolonged 
play and several return 
matches, it seems as if the 
game's tough difficulty level 
is there to prevent the play¬ 
er from finding out just how 
samey the game can be. It is 



Although there are countless objectives for each of the missions 
they can be separated into two specific types. A vast chunk of the 
game is spent furiously fighting off the enemy defensive line 
which, since Tunnel B1 is primarily a shoot 'em 
up, comes as no surprise. It's not always 
that easy though, as some weapons are 
only effective against specific targets, 
and there are minor puzzles to solve 
along the way. These puzzles are 
admittedly very basic, solved sim¬ 
ply by flicking switches to open 
gates and the likes, but at least 
they add a little depth to what is 
essentially a painfully straightfor¬ 
ward blaster. Variety is given a fur¬ 
ther boost with the timed levels which 
appear later in the game. Although some 
the actual 'combat' stages are set against a 
strict time limit there are also levels in which the player 
must weave through winding tunnels, avoiding massive 
wooden crates and kicking in the turbo boosters to 
escape from the complex before the reactor reaches 
meltdown. There's no time to stop to engage the 
enemy or grab goodies, this is a race against the clock. 


this repetitive nature that 
prevents me from whole¬ 
heartedly recommending 
Tunnel B7. Even so, anyone 




























































LIGHT-WINCED OPPOSITION 


Patrol Skimmers 

These light skimmers are pretty much identical 
to the player's craft, being highly manoeu¬ 
vrable and fairly fast. They're poorly armoured 
however, and are only equipped with a rather 
weedy laser. 


Transporter 

Bulkier than the light skimmer and therefore 
considerably slower, the transporter Isn't 
designed for combat and therefore will attempt 
to escape from your craft. Avoid it's rear-firing 
cannon and lob off a couple of rockets. 


Light Fighter 

Found haunting the tunnels later in the game, 
these light fighters are extremely fast and 
therefore difficult to target. Use flares to draw 
away their homing missiles and use Seekers to 
blow them from the sky. 


Remote Sentry 

Lightly armoured and mounted on tripods, 
there are two types of remote sentry guarding 
the tunnels: the first is a machine gun while 
the more powerful brother boasts a high-pow¬ 
ered laser. 


Combat Chopper 

The first challenging enemy encountered in the 
game, the combat choppers swap down and 
fire off homing missiles before rocketing back 
to the safety of the dark sky. They also drop 
streams of mini-nukes. 


Heavy Tank 

A truly formidable opponent, the tanks are pro¬ 
tected by thick steel plating and, more often 
than not, a very powerful force field. Use the 
Argon to deplete its shield before switching 
over to rockets. 



THE CENERRTION 
CRME 


As the game advances, the mis¬ 
sions objectives get progressively 
more difficult. Ultimately the aim 
is always to escape within the 
time limit but to do this the com¬ 
plex tunnel network must be 
negotiated. Huge sections of 
each level are often cordoned off, 
and can only be accessed by 
opening the coloured blast doors 
that block the way. This can only 
be done by destroying the appro¬ 
priate reactors - for example, 
crippling the pulsing cyan genera¬ 
tors will open all the cyan doors, 
while damaging each of the pur¬ 
ple reactors will unlock the pur¬ 
ple gates, and so on. Therefore 
each nuclear reactor must be 
eliminated in turn, exploding in 
an dazzling ball of plasma before 
it's automatically sealed off to 
prevent radiation leakage. 

Of course, failure to escape 
from the blast has fatal results as 
the radiation seeps through your 
ship. Even worse is the fact that 
the generators automatically 
repair themselves, so If you 
haven't managed to slip through 
the door in time you'll have to 
knock out each of the reactors 
again. Damn! 
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THE TUNNEL B1 SKIMMER DISSECTED 



^ SECONDARY WEAPONS 
The secondary weapons 
installed the amount of ammuni¬ 
tion remaining for each is shown 
here. From left to right: Flares; 
Mines; Smart Bomb; Super 
Smart Bomb. 


The complex layout of the skim¬ 
mer's cockpit can prove disori¬ 
enting to rookie pilots. Here's a 
beginner's guide. 

(^•■^SHIELD STATUS 

^At the start of each level, 
the skimmer's force shield 
generator is at full strength. 
However, this gradually 
depletes with each hit sus¬ 
tained. Collecting the 
radioactive pods restores 
approximately 50% of energy. 




2 ^TIME 
^Later in the game, virtu¬ 
ally every level is set against 
a time limit. The time left to 
complete the current objec¬ 
tive is displayed here, 
although this can be 
increased by grabbing the 
appropriate power-up. 


^e^PRIMARY WEAPONS 
Similar to the secondary 
weapon display, all primary 
ordnance systems are displayed 
here. From left to right: Argon 
Laser; Missiles; Rockets; 
Machine Gun. 


c TURBO BOOSTERS 
^ Up to three turbo boosters 
can be fitted, giving an enor¬ 
mous burst of speed that lasts 
for about twenty seconds. This 
can be used to crash through 
crates and such like. 


STRIKE R LIGHT 


The most striking aspect of 
Tunnel B1 is its presentation. No 
other game is as visually slick, 
both in terms of the smoothness 
of the scrolling or the impressive 
light-sourcing. This is largely 
due to Neon's advanced 3D 
engine which, as well as shifting 
complex 3D shapes with incredi¬ 
ble ease, doesn't suffer from 
'see-through' walls and other 
graphical glitches that dogged 
the likes of Destruction Derby. 

It's the dynamic lighting that 
really makes an impression. 


though. The stretching corridors 
are lit by flickering neon lights 
of all colours, casting shadows 
and causing the virtual camera 
lens to flare as they scroll past. 
Blinding flashes stream from 
burning wrecks, vibrant lasers 
illuminate the darkness and 
radiative pods pulse with light, 
growing brighter as the player 
draws closer. As far as cosmetic 
gloss is concerned Tunnel B1 is 
indeed a benchmark game, and a 
demonstration of what the Play¬ 
Station is really capable of. 




^ 3 )SCORE 

' '^Rather self-explanatory, 
really. However, manage to 
notch up a score of over a mil¬ 
lion and each subsequent mil¬ 
lion will result in an extra life 
being awarded. 




Tunnel B1 is 
one of the 
most instant¬ 
ly appealing games Tve seen 
in a long time, not because 
it's immediately playable 
but because the stunning 
graphics effortlessly draw 
the player in. The presenta¬ 
tion really is faultless, with 
impeccable scrolling, de¬ 
tailed backgrounds and 
beautifully-crafted enemies. 
The lighting effects are even 
more dazzling and prove 
that the PlayStation really is 
capable of handling visually 
breath-taking games with¬ 
out compromising the 
frame-rate of the scrolling. 
Gameplay hasn't been over¬ 
looked either, and while 
Tunnel B1 can be frustrating 
because the levels are so 
tough, it's still enjoyable to 
play. So why didn't it score 
over 90%? Quite simply 
there isn't enough variety. A 
truly classic game should 
excel in every aspect, and 
while Tunnel B1 performs 
impressively in pretty much 
every field, it's dogged by 
repetition. Too many levels 
look alike, the enemies 
barely change, and overall 
you can't but feel a sense of 
deja vu. This is a shame - 
with more variety it could 
have been a classic. As it is. 



it's just a very good game. 






























Don’t get stuck without your money, get stuck in! It’s your money, so why not spend it how you like, when you like. 
A Halifax current account gives you complete control over your finances and access to over 8,500 cash machines, so your 
money’s always there when you need it. And if you open a regularly funded account (to pay in your grant cheque or 
salary for example) before 31st October 1996, we’ll even throw in an exclusive CD.Interested? You should be. 


Call us free on 0800101110 for an info pack or pick one up from your local branch. Or get stuffed. 

go mad, open a Halifax current account. 


HAUFAX 


HALIFAX CURRENT ACCOUNTS (MAXIM) ARE SUBJECT TO SATISFACTORY APPRAISAL OF STATUS AND FINANCIAL STANDING. CREDIT FACILITIES (INCLUDING OVERDRAFTS AND CHEQUE GUARANTEES/SWITCH CARDS) 
ARE ONLY AVAILABLE TO PEOPLE AGED 18 OR OVER. THE STANDARD DAILY CASH WITHDRAWAL LIMIT AT CARDCASH MACHINES IS £200 - FULL DETAILS FROM YOUR LOCAL BRANCH. WRITTEN QUOTATIONS AVAIUBLE ON 
REQUEST FROM YOUR LOCAL BRANCH OR HALIFAX BUILDING SOCIETY, TRINITY ROAD. HALIFAX, WEST YORKSHIRE. HX1 2RG. THE PROMOTIONAL OFFER IS ONLY AVAILABLE TO PERSONS AGED BETWEEN 16 AND 21 

OPENING ACCOUNTS BETWEEN 1ST JULY 1996 AND 31 ST OCTOBER 1996. 
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GAME DIFFICULTY: MEDIUM 
CONTINUES: MEMORY CARD 
SKILL LEVELS: 3 


OUT NOW 


^ELERSE 


IMPORT 


SQUARE SOFT 




obal No. 1 is quite a departure for 
Japanese developer Squaresoft. 
Having forged their untarnished 
reputation coding monster role- 
playing games and now it has delved 
to the competitive beat 'em up ring. | 
Now Total No. 1 is ready to face of against Tekken 2, j 
or at least its fighters are. There are eight player ^ 
characters as well as a selection of boss fighters to 
choose from^ and each has travelled the universe to ’ 
reach the planet Tobal to compete in the famed Total 
No. 1 competition. The contest^ which is held every | 
two hundred days^ is in its 98th year and rewards its I 
victor unimaginable wealth, along with the title of 
becoming Super Tobal Man. Hmmm. The money 
sounds attractive but if if the winner was lumbered 
with a name like that I wouldn't bother. 



The alien from the planet 
Kientak stands in at almost two 
metres tall, so don't expect him 
beg to for mercy during a fight! 



Chuji is young boy highly skilled 
in martial arts. Just 17 years of 
age, he has travelled all the way 
from Earth to the planet Tobal 
in the hope of finding fame and 
fortune. Here's hoping lady 
luck is with him. 

ADVANCED ATTACKS 

Scissor Kick: Up, ■. 

Flip Kick: Towards, Towards, ■. 
Breakdance Boot: Down, X. 


ADVANCED ATTACKS 
Uppercut combo: Towards, 
Towards, ■, ■. 

Backhand Smash: Towards, 
Towards, A, A, A. 

Back Flip: Face away. Towards, 
Towards, ■. 



Chunky lover Mary use sheer 
brute force to pummel her 
unfortunate opponent, burying 
them under her knockout 
knoc... assets. 

ADVANCED ATTACKS 

Flying Kick: Towards, Towards + 

A. 

Sweeping Fist: Down, Down, ■. 
Swirling Death: Towards, 
Towards, ■. 



The obligatory old codger, Fei 
is surprisingly fast on his feet 
and can perform some meaty 
kicks. Surprisingly the old 
blokes throws are extremely 
effective too. 

ADVANCED ATTACKS 
Double Sweep Kick: Away + X, X. 
Rolling Flip Kick: Away, 
Towards+B. 

Barrel Roll: Grapple, Hold + ■. 
















































The came opens with 


COMMENT 


A COOL INTRODUCTORY 
SEQUENCE STARRING 
EA CH OF THE HCHTERS. 


Lord Udan, holder of the Tobal 
No. 1 CROWN. He's A RABBIT.,. 




On first sight Tobal No. 1 appeared to be a Virtua 
Fighter clone, with ail the graphical finesse of 
Sega's dated coin-op. While the polygon sprites 
look a tad simplistic, never does Tobal No. 1 suffer from line 
removal like the Sega game, and the actual fighting is so well 
done (a wealth of heavy punches and kicks with more impact than 
any of Sega's Virtua Fighter games), that any initial reservations 
were soon forgotten. The sprites are incredibly well animated 
and behave just like real combatants, and extra icing on a tasty 
fighting cake is added via the stunning 'quest' mode. Cool. 




Don't be fooled by Epon's frag 
ile body - this girl is a tough 
fighter who prefers bear hugs 
to comforting cuddles. She's 
fast on her feet, making her a 
formidable opponent. 



This horned giant measures in at 
over two metres of pure muscle. 
Boasting unparalleled strength, 
watch out for this guys powers 
punches and remember to 
exploit his lack of agility. 



A rough, tough bare-fist fighter, 
Gren is very light on his feet but 
at the same time packs a power¬ 
ful uppercut punch. Get in close, 
attacking with jab-combos to 
the body. 



The only robot to enter the Tobal 
competition. Horn trained by 
winning the 66th Tobal champi¬ 
onship. His skills therefore match 
his immense robotic strength. 



ADVANCED ATTACKS 
Cartwheel Kick: Towards, 
Towards, ■. 

Low Sweep: Towards, Towards, 
X.Power Uppercut: Up, Up, ■. 


ADVANCED ATTACKS 
Double-fisted Power Punch: 
Away+B. 

Headbutt: Towards + B, B. 
3-jab Combo: A, A, A. 


ADVANCED ATTACKS 
Triple Roundhouse: Block + A, 

A, A. 

Power Roundhouse: Towards, A. 
Super Uppercut: Towards, B. 


ADVANCED ATTACKS 

Stomp and Jab: B, A. 

Double Kick: Away, B. 
Swooping Backhand: Towards, 
Towards + A. 
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RULES OF ENCnCEMENT 


As Tobal No. 7 concentrates on in-your-face, 
close-up hand-to-hand combat ranged attacks 
barely feature in the game. Instead there's is 
a wide array of punches, kicks and throws to 
master, although they're handled very differ¬ 
ently that of Tekken 2. Rather than hard and 
soft punches and kicks, the attacks are divid¬ 
ed into high, middle and low, each fighter 
punching or kicking depending on their indi¬ 
vidual style. More powerful attacks are 
achieved by running into combat and lashing 
out, while impressive leaping kicks are exe¬ 
cuted simply by pressing both the attack and 
jump buttons together. 

However, Tobal No. 1 is has been designed 
to be somewhat realistic - in the sense that 
the fighters are limited by their physical form. 
Therefore they can't spiral high through the 
air and flaming uppercuts are nowhere to be 
found - just a dazzling array of bone-crunch¬ 
ing hooks and sweeping roundhouse kicks 
that can be stringed together to form some 
very meaty combos. 

Throws are impressive though. Initiated by 
closing in on the opponent and grabbing them 
around the shoulders, fighters will either 
throw, headbutt, knee or shin-kick depending 
on the follow-up attack. Headbutts and kicks 
cause little damage they are difficult to avoid. 
Throws, on the other hand, are easy to 
counter and it's all to easy to end up on the 
floor after you initiated the grapple! 


True 3D gameplay aside, Tobal No. 7's tourna¬ 
ment offers no real surprises, following the age- 
old tradition that the beat 'em up fighter must 
first battle through the preliminary bouts 
against each of the other player characters. In 
Tobal no. 7's case this being eight. They then go 
on to face the tougher boss character; the first 
to rear his ugly head being the alien Mufu. Best 
described as a hot-cross bun with limbs, 

Mufu executes an impressive display of 
kicks and knee-jerks but is suscepti- 
ble to leg-sweeps. The next boss, 

Nork the Mysterious, isn't quite so 
easy going. A towering three 
metres tall, he's incredibly diffi- 
cult to attack due to his immense 
size and is impossible to throw. 

Punches and kick to is bul- 

R riost effective but m|[[|||||| 

^atch out for his over- 
;ized fists that smash 
together. The current 

man- 

through the air while 
orm some staggering 
d-air kicks and power 

possible to throw too, 
don't even bother. 


BUT HIT HIM HARD AND HE'LL 
FALL TO THE GROUND LIKE A 
SACK OF POTATOES. 


Okay, so the bloke's fat. 

































QUEST FOR GLORY 


To say Tobal No. 7 is just another beat 'em up is like 
reckoning Oasis have yet to make it. Tobal No. 7 is 
another beat 'em up, but one that has far more to 
offer than even the all-conquering Tekken 2. In 
addition to the obligatory tournament and verses 
fights there's also a Quest mode to enter. Doing 
so warp the player in a 3D dungeon which is 
viewed from above and behind, similar to the view 
adopted by most first-person perspective role- 
playing games. From the opening Junction the 
player has five exits to choose from - each leads 
to a separate dungeon that varies on difficulty as 
well as the enemies encounter within. The easiest 
of all is the practice dungeon, which introduces 
the player to the various moves the fighter is 
capable of. These include running and Jumping, as 
well as picking up objects such as food and eating 
them to restore energy. 

The dungeons have their fare share of bad 
things too. Each is plagued by monsters which are 
battled tournament-style, doors closing to form a 
small arena and the player then capable of per¬ 
forming each of the moves perfected in the tour¬ 
nament mode. When the monster is defeated, the 
doors open, allowing the player to continue. 

Incredibly there is a point to actually persever¬ 
ing through these challenging sub-games. Lurking 
at the end of each dungeon is one of the boss 
characters from the tournament. If defeated they 
leave behind colourful crystals and other precious 
bonuses, but better still is that now they appear 
on the character selection screen so players get 
the chance to player as the lanky Mufu or the nim¬ 
ble Emperor Udan. Cool! 


FREEOOM ’96 


Even though the PlayStation is awash with 
graphically 3D fighting games none actually 
true three-dimensional play - even Tekken 2 
uses a pseudo-3D, flat plain. Tobal No. 7 is 
different. As well as nudging towards 
and away from their opponent fight¬ 
ers can move in and out of the 
screen, enabling them to effective¬ 
ly step out of the way of an incom¬ 
ing attack. This gives the game 
greater depth than most other 
beat 'em ups, although It's a little 
tricky to pick up because both the 
block and Jump commands are 
assigned to shoulder buttons rather 
than the Dpad. 

Each bout is set inside a ring too, much 
like those featured in Virtua Fighter. Therefore 
it's possible to win the match not only by 
knocking out the opponent, but also by shov¬ 
ing them out of bounds. Admittedly it's a 
cheesy way to win, but when you're down to 
the last slither of energy, desperate times call 
for desperate measures. 




























CRnS THE swnc 


Although evil outweighs good in the dungeons of bonuses. There are plenty on offer, providing you 
Tobal, help is on hand in the form of glittering look hard enough... 


w 

Potion 

The effect of each potion varies 
although not necessarily 
depending on colour. Some 
restore energy, others are poiso¬ 
nous and drain it away. 1 


(0 

Bread 

A wholesome loaf restores a lit¬ 
tle energy when eaten. 

However, if you're at full fitness 
it can be carried through the 
level and saved for later. 



Glass Jar 

At first the glass jar seems to 
have no use. Don't throw it 
away though, just smash it 
against a wall and a pink bonus 

1 pad will automatically appear. 



Blue Gem 

Blue gems can be exchanged for 
provisions like bread at the pink 
bonus pads. Each item costs five 
gems and up to three bonuses 
can be taken from each pad. 


Meat 

More nutritious than bread, the 
chunk of meat restores approxi¬ 
mately thirty health points when 
eaten. Again, it can be carried 
through the levels until needed. 


Cherry Dynamite 

Gulp down the Cherry Dynamite 
and the fighter's reflexes are 
immediately heightened, allow 
them to execute a dazzling array 
of super-fast attacks. 


LETHRL WERPONS 



Each dungeon is littered with 
obstacles as well as enemies. 
Here are a few tips on how to 
avoid dying in the dungeons. 


Boulder 

Boulders can be avoided either 
by outrunning them or staying 
close to the wall. 


Spike Pit 
Not as forgiving as the pits, 
stumble down here and you'll be 
skewered by sharp spikes! 


Pits 

Fall down a it and you'll tumble 
to the level below, losing energy 
in the process. 



Log 

Just jump high into the air to 
avoid being crushed by these 
rolling logs. 



Place a worthless object here to 
collect a load of multi-coloured 
gems (see Pink bonus pad). 



Not really an obstacle as such. 
Trade in five gems to receive a 
random bonus. 



Poison Dart 

Activated by stepping on a pres¬ 
sure pad. Leap over the pad to 
avoid its lethal toxins. 


To PUSH THE switch] 


TO THE LEVER AND HIT ONE OF THE 
ATTACK BUTTONS. 


Laser Fence 

A friendly word of advice: avoid 
the laser fences or risk being 
fried alive. 


rjm , I ■ ^ yjATackiing 
presenta- 

^■"■""■■^tion first, 
although the characters 
aren't as detailed as those in 
Tekken 2 they move more 
realistically, the slick 
motion-capture injecting a 
fluidity that really is quite 
astonishing. Each punch and 
kick is beautifully animated 
and is enhanced further by 
the apparent solidity the 
fighters have. The attacks 
actually look as if they hurt, 
giving the game a sense of 
unparalleled authenticity. In 
terms of gameplay Tobal 
No. 1 is somewhat of a 
departure from the 3D beat 
'em up norm, largely 
because of the true 3D 
fighting arena. This makes it 
slightly more difficult to 
pick up than Tekken 2 but 
with practice there is just as 
much scope for stringing 
together impressive combo 
attacks. What Tobal No. 1 
does offer over Namco's 
classic, however, is a little 
more depth in the form of 
quest mode - it's a refresh¬ 
ing way of accessing the 
boss characters. Sure, some 
fighting fans will resent hav¬ 
ing to look for the hidden 
warriors but it give another 
dimensions to what could 
easily be a desperately aver¬ 


age beat 'em up. 
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ands up all those 
j who wanted to be a 
I fighter pilot when 
' they were a nipper. 
Soaring through the 
cobalt blue sky on the tail 
of some enemy jet. Squeezing the 
trigger of your missile launcher 
and watching the vapour trail spin 
out in front of you as it finds its 
mark and reduces your foe to a 
fiery ball of mangled metal. Then 
disappearing into the sunset with 
a vertical roll and a toothpaste 
advert smile. Anyone who's seen 
enough tacky Tom Cruise films will 
be forgiven for thinking the life of 
a fighter pilot is all heroic stunt 
flying and manly comradeship. In 
reality^ the experience is more 
likely to feel like being locked in a 
'phone booth in the height of sum¬ 
mer while some maniac spins it 
around at a hundred miles an hour 
and shoots live ammunition at you. 
All the same, there's no denying 
the fantasy is still extremely 
appealing, which is why so many 
movies and games have been 
developed from it. On the 
PlayStation alone we've seen such 
hits as Top Cun and the awesome 
Agile Warrior. 

Now it's Sony's turn, with the 
release of Raging Skies — a combat 
flight sim that claims to take the 
genre to new heights of realism 
and performance. Authentic air¬ 
craft profiles and true-to-life 
weaponry make it an intense and 
engrossing experience. But what 
about the gameplay? 



Having spent years in a military academy you 
emerge as a fresh-faced young hot-shot pilot just 
in time to find out about an international crime 
organisation that is threatening the safety of the 
world. Supported by a number of leading coun¬ 
tries, a full-scale military operation has been 
planned and you are drafted into a special inter¬ 
national air force unit to take on these harbingers 
of destruction and restore peace to the heavens. 
Along with the most highly qualified pilots in the 
world, you'll embark on three short training mis¬ 
sions to familiarise yourself with the equipment 
before taking to the skies. 


PLANE SAILING 



CHOCS AWAY 


There are six aircraft to chose from in all, each 
with their own unique characteristics. During the 
training missions you'll play around in all six, but 


once you enter the mission proper you'll have to 
work your way up through the levels before 
jumping into the better ones. 



FA18 HORNET 


The Hornet - an angry bee with a serious 
sting in it's tail! This plane is a great all 
rounder, scoring one mark off the top specs 
across the board. A great dog-fighter to 
really get stuck into the melee with, and one 
you'll use over and over again. 


F22 SUPERSTAR 


This is undoubtedly the best of the bunch, 
with an almost perfect top speed. Granted 
it's endurance and stability are reduced, but 
by this stage of the game you'll be such a 
skilled pilot those damn bogeys won't even 
get a look In - you hope. 


F1GC FALCON 


This craft may not be as fast as the Eagle, 
but what it lacks in speed it more than makes 
up for in stability and endurance. This is 
probably just as well, as the skies are littered 
with enemy fighter planes who will be more 
than happy to pepper you full of holes. 


































































COMMENT 




Judging by 
the quality 
so far, I don't 
think this style of flight sim 
really works on the Play¬ 
Station. Like Top Cun, 

Raging Skies suffers from 
being difficult to control 
and is really rather dull. 
There's no sense of tension 
while dogfighting handfuls 
of MiGs, and this is made 
slightly worse by the awk¬ 
ward control system. A lot 
of time is spent circling the 
skies, desperately trying to 
lock on to an opponent. This 
is boring. Agile Warrior's 
arcade style worked much 
better, and while this isn't 
quite so simple it isn't a full¬ 
blown flight sim either - it's 
too basic. Better than Top 
Cun, but still disappointing. 



As with other in-depth flight sim's the 
control system In Raging Skies is really 
tricky to get the hang of. As well as the 
usual directional controls, LI and R1 
provide the throttle up and down, and 
L2 and R2 the rudders to yaw the plane 
from left to right. Airspeed and control 
are vital to a successful mission, espe¬ 
cially in the later levels as your enemies 
get more cunning and the conditions 
more treacherous. 





There are some really cool cutscenes 


BRAKES AND SET OFF FOR ENEMY AIR SPACE. 


APPEAR THROUGHOUT THE CAME. 


THAT 


H4D TOMCAT 


Having completed the first mission you 
upgrade to the Tomcat. It handles slightly 
better than the Phantom and has an im¬ 
proved top speed. However you lose some 
of the stability and endurance, so be sure to 
have your travel insurance up to date. 



i-r . . . : T ! - ^ 


F4E PHANTOM 


The first plane you can get hold of. The slow¬ 
est, least stable and hardest to manoeuvre 
it's a real bugger and not nearly as much fun 
as the later aircraft. It doesn't have a great 
deal of endurance either, so don't forget to 
wear a parachute. 



F15E EAGLE 


This baby is quite a jump In terms of perfor¬ 
mance from what you've had until now. A 
top score for speed and manoeuvrability, 
endurance and stability - but then you'll 
need it! Get through this far and the mis¬ 
sions start becoming extremely tough. 
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BLRST! 


Select the Easy Level from the options menu and 
you'll be treated to an unlimited supply of weapon¬ 
ry because, let's face it, a beginner is going to do a 
whole lot of 'missing'. Move up to the normal and 
hard modes and knowledge of your missions and 
the weapons abilities will become vital to clearing 
the stage. Having been given your brief you'll be 
asked to select a plane and load it up with ammo. 
Filling up with sidewinders on a mission to destroy 
an enemy battleship is perhaps not the best strate¬ 
gy in the world. 

VULCAN CANNON 

Your basic machine gun. Blast away when the 
enemy is in close range and conserve your missiles 
for the more accurate long distance shots. 

AIM9'SIDEWINDEir 

Heat-seeking short range air-to-air missile which 
uses infrared sensors to detect the heat of aircraft 
engine exhausts. A deadly accurate and extremely 
versatile weapon, but very susceptible to evasion 
by decoys and chaff. 



AIM120AMRAAM' 

Mid-range semi-active air-to-air radar-guided mis¬ 
sile which uses short range radar to home in on the 
enemy. Not as quick to use as the sidewinder, so 
more flying skills are required to get a lock on. But 
once it's on target, it rarely misses the mark. 



AGMBB'HARM' 

Anti-warship missile which homes in on the source 
of electro-magnetic radar emissions. It's best used 
for — errr.. blowing up warships. But watch your 
back, enemy fighter pilots tend not to take kindly 
to having their comrades barbecued. 

AGM65 MAVERICK' 

Air-to-ground missile which uses an infrared camera 
to track it's target. During the course of the game 
you'll find yourself on many different missions that 
this missile will be essential for, so listen to your 
brief well. If your commander mentions blasting a 
large hole in the middle of an enemy base - grab a 
handful of these babies and get going. 



MISSION IMPOSSIBLE 


Your missions will be wide ranging and varied, 
including defensive and aggressive roles. To start 
with your briefs are mostly of a defence nature, but 
hang in there and you soon get to wreatk havoc in 
the air. 




OH JOY! 


We are told Raging Skies will be fully compatible 
with the new Analog Joystick that responds accu¬ 
rately to minute movements in the same way that 
a real aircraft yoke would. There's no doubt a 
game like this will really benefit in terms of playa¬ 
bility with this option - but don't hold your 
breath. We've been teased with the prospect of 
this add-on for months now, but there is still no 
commitment from Sony as to when, if ever, it will 
be available. 


k What makes 


^SZQ^i^Va good com¬ 


bat flight 
sim? That's a bit of a grey 
area and to be frank the 
answer really depends on 
whether you're looking for 
fast moving arcade style 
action or plenty of in depth 
realism. We saw the first 
attempt at combining these 
elements with the release of 
Top Cun, but for my money 
the complicated controls 
took a lot away from the 
'fun' of the game. The same 
can be said of Raging Skies. 
The full screen view is a nice 
touch, but sadly ruined by 
the fact there's no map, so 
you have to keep flipping 
back to the cockpit view to 
see where the enemy is. 
Another element it's lacking 
is external views, except a 
rather sorry crash sequence 
when you finally bite the 
bullet. Graphically dig a lit¬ 
tle deeply and you find 
there isn't enough detail in 
the enemy planes to distin¬ 
guish them easily and the 
explosions and effects are 
more than a little disap¬ 
pointing. Having said all 
that, the realism in the han¬ 
dling and controls is excel¬ 
lent, but don't expect to be 
able to 'pick up and play' 
Raging Skies — only serious 


fighter pilots need apply. 





























































THE CHAMELEON CHIP 

THE ART OF ADAPTION 



cha.me.leon ch.ip \k*-'me-l-y*nVchip\n 
camelion, 1: An add on chip that is simple 
to fit and works with all Sony Playstations. 
Once fitted, this chip will enable the 
loading of any import game. Games 
that required the use of a swap technique 
before will now load straight into the 
machine, regardless of country code. 

ORDERS & INFO 

0181 488-3413 



INTERLET. World-wide distributors of the Chameleon Chip. Trade enquiries welcome, professional installation 
available, email: boom@moss.demon.co.uk, http://www.ultranet.com/~inter/cham.htm. Sony Playstation is a trademark 
of Sony Computer Entertainment Ltd. 
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Blazing Dragons . 34.99 
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Dark Stalkers . please call 

Dawn Of Darkness . 33.99 

Deadly Skies . 36.99 

Deathtrap Dungeon . please call 

DefCon 5 .32.99 

Descent . 37.99 

Destruction Derby.37.99 

Destruction Derby 2 .please call 

Die Hard Trilogy .36.99 

Discworld .37.99 


Overseas Postage 
Europe £2.00 per item 
R.O.W. £3.00 per item 


Doom .34.99 

Dragonheart . 36.99 

Dungeon Keeper . 36.99 

Earthworm Jim 2 . please call 

Extreme Pinball .36.99 

Extreme Sports . 37.99 

Fade To Black . 36.99 

FIFA 96 . 19.99 

Formula 1 . 38.99 

Frank Thomas Big Hurt Baseball ... 36.99 

Galaxian 3 . 36.99 

Gex . 34.99 

Goal Storm . 35.99 

Gun Low . please call 

Gunship 2000 . 34.99 

Hardball 5 . 34.99 

Heavy Heat . please call 

Hi Octane .35.99 

Hyper Match Tour Tennis.please call 

Impact Racing.36.99 

In The Hunt .34.99 

Int Champ Soccer .35.99 

Johnny Bazookatone .34.99 

Jumping Flash .36.99 

Jupiter Strike .36.99 

Kileak The Blood.36.99 

Killing Zone .36.99 

Krazy Ivan.37.99 

Last Dynasty .please call 

Lemmings 3D.32.99 

Lemmings Platform .please call 

Loaded.37.99 

Lone Soldier .24.99 

Madden NFL 97 . 36.99 

Magic Carpet .35.99 

Megaman X3 .please call 

Mickeys Wild Adventure.32.99 

Micro Machines 3 .36.99 

Mortal Kombat 3.39.99 

Myst.37.99 

Namco Museum Collection 1.38.99 


Tel: 01268 531222 

Fax: 01268 531177 

EMail: SWFIRSTX@aol.com 
Internet: 

http://home.aol.coni/SWFIRSTX 


Nascar .please call 

NBA 96.36.99 

NBA In The Zone . 36.99 

NBA Jam Tournament Edition ... 33.99 

NBA Live 96 . 36.99 

Need For Speed . 36.99 

NFL Game Day . 37.99 

NFL Quarterback Club 96 . 37.99 

NHL Face Off . 37.99 

Novastorm . 34.99 

Off World Interceptor . 32.99 

Offensive . 37.99 

Olympic Games . 36.99 

Olympic Soccer . 36.99 

On Side . 36.99 

Panzer General . 35.99 

Parodius . 35.99 

PGA European Tour . 36.99 

PGA Tour Golf 96 35.99 

PGA Tour Golf 97 36.99 

Philosoma . 36.99 

Player Manager 2 .please call 

Poed.36.99 

Power Play Hockey 96 . please call 

Powerserve .33.99 

Primal Rage .35.99 

Pro Pinball.35.99 

Project Overkill .36.99 

Prowler .please call 

Psychic Detective .35.99 

Raging Skies . 36.99 

Raiden Project . 34.99 

Rapid Reload . 34.99 

Raven Project . 35.99 

Raw Pursuit .36.99 

Rayman.36.99 

Resident Evil.39.99 

Return Fire.34.99 

Return To Zork .36.99 

Revolution X .36.99 

Ridge Racer .32.99 


Ridge Racer Revolution . 38.99 

Rise Of The Robots 2 .36.99 

Road Rash . 36.99 

Robopit . 33.99 

Rock N Roll Racing 2 . 36.99 

Sampras Extreme Tennis . 36.99 

Shellshock . 36.99 

Shockwave Assault . 35.99 

Skeleton Warriors . please call 

Slam N Jam . 34.99 

Slayer . 33.99 

Space Hulk Votba . 36.99 

Spycraft . please call 

Star Trek Generations . please call 

Starblade Alpha . 34.99 

Starfighter 3000 . 36.99 

Street Fighter Alpha . 35.99 

Street Fighter the Movie . 19.99 

Striker % . 19.99 

Syndicate Wars . 37.99 

Tekken . 39.99 

Theme Park . 29.99 

Thunderhawk 2 . 29.99 

Tilt . 36.99 

Time Commando . 36.99 

Top Gun . 36.99 

Toshinden 2 . 38.99 

Total Football .please call 

Total NBA 96 . 38.99 

Track & Field . 36.99 

Transport Tycoon . 34.99 

True Pinball. . 33.99 

Tunnel B1 . 36.99 

Twisted Metal.37.99 

Victory Boxing.36.99 

Viev/point .36.99 

Viper.34.99 

Virtual Golf.36.99 

Warhammer Shadow Of Rat ... 35.99 

Warhawk .38.99 

Williams Arcade Greatest ... please call 


Wing Commander 3 . 34.99 

Wipe Out .37.99 

Wipeout 297 . please call 

World Cup Golf . 33.99 

Worms . 34.99 

Wrestlemania Arcade . 37.99 

X Com Enemy Unknown . 22.99 

X Com Terror From The Deep . 35.99 

X Men Children Of Atom . 37.99 

XS . please call 

Zero Divide . 34.99 

iip I PI ■> JOYSTICKS w**— * 

& ACCESSORIES 

Ascii Control Pad . 29.99 

Ascii Fighter Stick . 49.99 

Mad Catz Steering Wheel .64.99 

Negcom Controller .36.99 

Performer Turbo Wheel.44.99 

(Analogue Self Centering Steering 
Wheel) 

Playstation Controller .22.99 

Playstation Euro Av Cable.28.99 

Playstation Link Cable .11.99 

(Used to connect 2 or more 
Playstations for multiplay) 

Playstation Memory Card .20.99 

Playstation Mouse .24.99 

Playstation Multitap .29.99 

Playstation RFU Adaptor .20.99 

Ps Game Pad 8 .19.99 

(Playstation pad with auto-fire) 

Ps Super Pad.15.99 

(Standard Playstation type Pad) 
Playstation Machine & 1 Pad ... 189.99 

Playstation Pick-A-Pack .219.99 

(Playstation machine, 1 Pad & Any 
Game of your choice) 


New stock arriving daily. Call NOW for your free catalogue 


■Telephone Orders: Mon-Fri 9am - 6pm, Sat 10am - 4pm. Order Answerphone at all other times. Please send Cheques/POs payable to: 

ISOFTWARE FIRST, UNIT 6 CAPRICORN CENTRE, CRANES FARM ROAD, BASILDON, SS14 3JJ. Some titles may not be availa^. 
I Prices are subject to change without notice. E&OE. Callers welcome by appointment. 
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GAME DIFFICULTY: N/A 
CONTINUES: N/A 
SKILL LEVELS: VARIOUS 


SEPTEMBER 


RELEASE 


£44.99 


PRICE 


MAXIS 


PLAYERS 


\ 


ince their emer¬ 
gence in the UK 
in 1989, the 
name Maxis has 
become synony¬ 
mous with the Sim games that 
have been so successful in the PC 
market for the past seven years. 
PlayStation owners got a taste 
of the 'God' style of game on the 
Sony machine when Bullfrog 
converted Theme Park late last 
year, but hardened gamers 
found the lack of action and the 
cutesy objective more than a lit¬ 
tle stifling. The problem, it 
seemed, was it was all a little 
sanitised. The best you could do 
in terms of immediate action and 
homicidal rampaging was sack 
your park maintenance men, 
over do the food so your cus¬ 
tomers felt a bit sick and wait for 
the rides to break down. Hardly 
the same rush of adrenaline as 
you get from stomping on a zom¬ 
bie's head while rattling off 
several hundreds 
rounds of ammo into 
an innocent crowd. 

But a lot of peo¬ 
ple loved it 
(including us), 
with the strate¬ 
gic skill and plan¬ 
ning needed to 
successfully build 
your park making for 
a game so different 
from anything else on the 
(then) new Sony machine. While 
there was little in the way of 
explosive action, creating a suc¬ 
cessful park was a welcome 
break from the fighting scenar¬ 
ios offered by Battle Arena 
Toshinden and Tekken. 

So, after a long wait, the King 
of Sims has finally hit the 
PlayStation - and, to appease 
those with a destructive bent, 
you can blow stuff up too! As 
with real life, Sim City2000 
comes with a full compliment of 
disasters, as well as the option 
to unleash them on your unsus¬ 
pecting citizens without little or 
no provocation. People unhappy 
about taxes? Fine, destroy the 
area they live in. Yes, Sim City 
2000 is commercialism gone 
mad, so get all those bulldozers 
at the ready, chew on a very fat 
cigar and sit back and watch the 
trials and tribulations of your 
Sim Civilians. 


Sim City 2000 showcases a most unusual list of disasters 
to rain down on your people. Floods, fires, tornadoes, 
)nsters and alien invasions (prepare for Independence 
are the order of the day, and it's frighteningly satisfy- 
wipe out half a city with the swipe of a mouse. Using 
the emergency services icon you can deploy the chosen force to 
combat the problem, but if you skimped on your finances you could 
end up with a bigger one than you planned. Always a good idea to 
save the game before unleashing your wrath on the city. 


COMMENT 


RLEX 


Congratulations must go to Maxis, who have 
taken one of the PCs most complex games and 
have successfully converted it to the PlayStation. 
Not an easy job, considering the original relied heavily on mouse 
control, but thanks to the fast access menu bars the game is a lot 
more user-friendly. Gamers no longer have to trawl through rows 
of icons looking for the 'mayor popularity' icon because it's all 
presented in a clear, functional style. Other improvements 
include a neat (but ultimately useless) drive-through section in 
which players are treated to a 3D trip through their hand-made 
city. Otherwise there's very little difference between this and 
original Sim City 2000, but then who cares? What counts is that 
PlayStation Sim City 2000 is still one of the most absorbing 
resource management games on any format, and is a game that 
effortlessly manages to combine engrossing gameplay with com¬ 
plex strategy. Make no doubt, a brilliant game that has under¬ 
gone a minor facelift and has come out looking suitably 
refreshed and revitalised. 
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2000 
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SETTING UP HOME 


BUDGET DRY 




Once a year you get to do a Kenneth Clarke and tell the populous 
how much money you're going to take from them. Unfortunately 
there's no sign of John Major, or you could arrange for a riot and 
give him a good kicking. 


Before getting into the task of building your 
empire, you have to decide where you're 
going to put it. There are a number of pre¬ 
pared cities to work from and a variety of see 
narios which ask the player to prevent disas¬ 
ters. Failing that you can edit your own land¬ 
scape and start from scratch. 


Set your 
taxes too 
high and 
you'll have a 
ghost town. 
Too low and 
you'll be 
history. 


I3SM31 First things first, fire up a 
power plant. If you start at the 
year 1900 only coal will be avail¬ 
able. The choices get more 
sophisticated as time goes on. 


Essential to any thriving 
young community - roads. All 
major buildings must be accessi¬ 
ble, so forward planning of quick 
routes Is essential. 


tv urdinances 


There are three zone 
types: industrial, commercial 
and residential. These can be 
allocated as either heavy or light 
density, and the on screen panel 
will tell you what you're short 
of. If an area is too Industrial, for 
example, pollution will be a 
problem and people won't want 
to live there. A bit like London. 


Finemst 




isfcfcE Skimp on the emergency 
services and you could well be in 
trouble when the aliens land, 
and chaos will erupt as disgrun¬ 
tled citizens run riot at the way 
they are treated. 




Don't forget to pro¬ 
vide some schools. Stupid Sim 
people don't create good eco¬ 
nomic policies, and the future of 
your city will be jeopardised. 


lalHBiiHM Save the best till last. 
You'll get a nice cheer when you 
build a park, zoo or stadium, but 
they cost a bomb and don't con¬ 
tribute much to the coffers. 
However, if the natives are get¬ 
ting restless it's worth biting the 
bullet and cheering them up 
with an expanse of green or 
something else to fill their 
leisure time. 


As well as the standard road system, you will need to link up with 
other cities if you want to encourage trading and expand your 
empire. Airports, rail tracks, harbours and motorways all become 
available as the game progresses. Also on offer are underground 
networks, although these are expensive to install once your city is 
reasonably established. Once you've connected with the adjoining 
cities, you will notice they start to grow very quickly as people are 
now attracted to them from outlying areas. 


Taxes 


Power 


Roads 


Zoning 


Education 


Fun Stuff 



Bonds 


Amenities 


Funding 


Borrowing 


Money can 


Budgeting for 


against the 


be used in 


the city's 


city's assets 


many ways 


resources can 


provides fast 


including 


be tricky, but 


expansion. 


VAT, sales 


your ministers 


but do not 


tax, tourism 


will advise 


overstretch 


and 


you when 


resources. 


advertising. 


asked to. 
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COfyiMENT 



The only feature not on the original PC version is this 3D viewing option. This allows you to take a ride 
through the streets from a first person perspective as seen in the Theme Park conversion. Although it s 
hard to tell at first, you are actually treated to an accurate tour of your city, even if all the people who 
lived there have mysteriously disappeared. 



HERE’S ONE I MRDE ERRLIER 


Using the terrain generator, it's possible to customise your city as much as you like. Bulldoze the moun¬ 
tains, wipe out the forests and create your own lakes and rivers. Being completely egotistical, we decid¬ 
ed to build a city around our initials... good innit? 




KRTE 


There's no 
real middle 
ground with 
a strategy game such as this 
— they fall into the 'love or 
hate' category with a sense 
of depth, which can be off- 
putting to the casual games 
player. As a conversion from 
the original PC code, it's 
extremely accurate, but 
sadly the cut-scenes and 
FMV sequences are totally 
gone. The 'drive through', a 
new feature in this conver¬ 
sion, comes across as a tad 
unnecessary and, as with the 
same idea in Theme Park, 
appears to be a token use of 
the Play-Station's 3D capa¬ 
bilities just because they are 
there. Although the city is 
representative of your main 
blue- print, this is a routine 
most people will only want 
to see once — preferring to 
get into the superbly deep 
gameplay. Aside from that, 
it is still S/m City, I loved it 
on the PC and I love it on the 
PlayStation. Not since X- 
Com has there been a game 
as engrossing as this. Maxis' 
first foray into the Play¬ 
Station arena shows them 
doing what they do best of 
all - creating ground-break¬ 
ing games which anyone 
with even the slight hint of 
megalomania will find thor¬ 
oughly stunning. 
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GAME DIFFICULTY: AVE 
CONTINUES: PASSWORD 
SKILL LEVELS: 3 


AUGUST 


RELER5E 


ELECTRONIC ARTS 


PLRYER5 


instein had a the¬ 
ory. Well actual¬ 
ly he had quite a 
few^ but one of 
his most famous 
was his theory on 
time travel. He surmised that 
were it possible to travel faster 
than the speed of light then it 
would be theoretically possible 
to journey through time - to 
either the future or the past. 
Since then scientists the world 
over have argued the possibili¬ 
ties. It seems there are many 
paradoxes involved in 
potential time travel. For 
example, if a man trav¬ 
elled back in time to 
before he was born, 
and killed his own 
father, he would 
presumably wink out 
of existence never 
having been con¬ 
ceived. However, if this 
were the fact, how could 
he have travelled back and 
committed the murder? Time 
travel has also captured the 
hearts and minds of the world of 
entertainment. The very fact of 
the limitless possibilities of 
going back to the future has 
been an inspiration to authors 
and film-makers alike, and once 
made a certain fresh faced young 
actor very rich indeed. Well, now 
it's the turn of the video games 
industry to cash in on the big 
bucks, combining the intricate 
paradoxes of spanning the cen¬ 
turies, with the infinite paradox¬ 
es of special combination button 
pressing that you only seem to 
be able to master after a long 
session at the local pub. For 
Electronic Arts this idea provid¬ 
ed the ideal platform for a new 
action adventure - Time 
Commando - where the hero is 
blasted through time to do bat¬ 
tle with a multitude of enemies 
from the stone age to the futur¬ 
istic age of computing. 


Time Com 


QUANTUM LERP 


Stanley is just an ordinary computer repair man with a passion 
for body-building, until one day everything goes wrong. There 
he was, minding his own business, when one of the light- 
speed processors at the XYZ Corp goes wrong. A spatio-tem¬ 
poral sphere hundreds of miles wide engulfs the computers 
core, sucking a rather well-built young lady into another 
dimension. Stanley's job? To enter the sphere, shut down the 
computer, and rescue the girl - of course! 


PREHISTORIC AGE 


The home of Neanderthal man, 
this level is a good steady intro¬ 
duction to the skills you'll need 
to master if you're going to sur¬ 
vive. You'll meet cavemen, 
sabre-toothed tigers, monkeys 
and bears as you battle it out 
using an assortment of sticks, 
stones and clubs. 


TICK TOCK 


Hmmm.. a large Axe? 


Something tell's me I don't want to be here! 


It's a race a against time, quite literally, as our 
hero battles his way through the ages collecting 
memory chips to repel the virus. 


ANCIENT ROME 


Ahh...what a lovely setting. Beautiful women, 
graceful architecture - unfortunately it's totally 
deadly, so no sightseeing for you! 

































NOW, NOW BOYS... 


The intelligent combat system makes Time Commando really 
refreshing to play. Using your wits, it's possible to avoid quite a 
bit of the fighting. This can be done in several ways. By backing 
your opponents towards a precipice you can watch as they plunge 
to their death. It is also possible to get them to fight each other. 
When you are confronted with two enemies at once, stand 
between them until they strike, then quickly hop backwards out of 
the way. Now you can just stand back with a loaded weapon ready 
to finish off the survivor as they fight it out amongst themselves. 





Having survived the western era, you get to do a Kate Adie, scram¬ 
bling through the bunkers in war-torn Europe. Your weaponry is 
getting ever more powerful as you grab a sack full of grenades and 
a tommy-gun to see off this lot. 




Advances in technology make 
you weapons more powerful 
as you move along. 
Unfortunately your enemies 
gain the same benefits - and 
they have invented armour! 



Plenty of swashbuckling 
aboard the pirate ship. You'll 
get the first gun here, but be 
careful or you'll be in trouble 
as you try to reload. 



Menacing robots are your 
problems here. Get as many 
bonus weapons as possible. 
Only one thing will get you 
through - sheer fire-power 
combined with plenty of guts! 




FEUDAL JAPAN 


CLASSIC WESTERN 


COMPUTER WORLD 


■09 


They might be wearing pyja¬ 
mas, but these karate kickers 
are no pushover. Watch your 
back, or you are likely to find 
you have a poison-tipped fan 
sticking into it before long. 


Time progresses again, as 
does your capacity to kill - 
and be killed. This wild west¬ 
ern town is no place to be 
unless you have a loaded six- 
shooter on your hip. 


Run the gauntlet over a disin¬ 
tegrating platform to enter 
the computer. The virus is per¬ 
sonified by evil looking beasts 
to be kicked, punched and 
blasted into oblivion. 




COMMENT 


Commando 
a real oddi¬ 
ty. It looks superb, is 
instantly appealing to play, 
and is one of the most novel 
slants on the beat 'em up 
and shoot 'em up genres I 
have played. In terms of 
variety, it is stunning. The 
worlds are varied, and the 
armed inhabitants within 
each become steadily more 
intelligent ensuring the 
game offers a constant chal¬ 
lenge as more weapons are 
added to the mix. My 
biggest problem with Time 
Commando, however, is the 
slightly unwieldy controls. 

; Any game that drops the 
player into a fully interactive 
: environment cannot leave 
them struggling to punch or 
shoot someone when 
urgency is needed. Time 
Commando has a horrible 
habit of doing this, and the 
imprecise nature of the 
fighting scenes proved ini¬ 
tially frustrating. That said, 
perseverance brings its own 
rewards, and quite frankly I 
really enjoyed my time with 
Time Commando. Progres¬ 
sion through time adds more 
and more to the plot, and 
also give Adeline a chance to 
flex their graphical muscle. 

If the control method had 
been a little more refined. 

I'd recommend Time 
Commando like a shot but, as 
I it stands, it's a slightly 
j flawed jewel. 
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COMMENT 


There's an incredible fifty differ¬ 
ent weapons to master during 
the course of this game, from 
sticks and stones to high tech 
lasers. Each one handles very 
differently, and knowing which 
one to use when is the key to 
completing a level. 


. 
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STICKS AND STONES 


In the early levels you'll get 
the most rudimentary of 
weapons. Stones are great for 
long distance shots, but the 
best weapon to use is the 
small club. 



KNIVES AND FORKS 


Technology progresses with time 
and you get some slightly more 
substantial weapons. Short 
swords, daggers, forks and 
shields - with an awesome cross¬ 
bow for maximum damage. 



SWORDS AND 
MACHETES 


During the Conquistador stage 
you'll be offered a larger selec¬ 
tion of swords and axes, togeth¬ 
er with a your first basic gun and 
a rather nifty blow pipe. 



70 


WHIPS AND SPURS 


If you fancy yourself as a closet 
John Wayne then grab your six- 
shooter and head for Dodge 
City. Throughout the wild west 
level you will get to use a range 
of guns with varying power. 



GUNS AND GRENADES 


More guns! Bigger guns! And grenades too. Probably the most 
satisfying level in terms of violent weaponry is war-torn Europe. 


DEADLY LASERS 


Plenty of electronic fire-power 
can be wielded through the 
futuristic level. Hand-held lasers 
are the most versatile, allowing 
freedom of movement to dodge 
incoming attacks. 


FISTS AND FIRE-BALLS 


The final test, and you've mirac¬ 
ulously learned a bunch of new 
combination hits and moves. 
Your overall arsenal is smaller, 
but you're athletic flip-flaps and 
cartwheels are quite deadly. 



EXCUSE ME... DO I KNOW YOU? 


Throughout the different levels you'll meet over eighty historical 
enemies, each with their own style of combat. As you progress 
they become more skilled as better weaponry is made available to 
both you and them. The end of level bosses 
often require a special weapon to finish 
liV them off, so discovering where all the 
^ - secrets are hidden becomes essential. 
There's also some tricks to make life 
more bearable - taking out the 
horseman early on in the Rome level 
will send the four guards that accom¬ 
panied him running for the hills. 



t khte j] 


At first I 
wasn't real¬ 
ly sure 

whether or not I liked this 
game. Getting used to the 
directional controls was a 
right pain^ and the weapon¬ 
ry and moves you have to 
begin with are somewhat 
limited. However, once I got 
through the first level I 
began to have some serious 
fun. Graphically it's very 
slick and impressive - the 
scrolling camera style is 
reminiscent of Fade to Black. 
Nevertheless, the pre-ren- 
dered backgrounds are com¬ 
pletely unique to this game 
and give it a far more tangi¬ 
ble quality than Delphines 
classic adventure. The only 
thing I found slightly annoy¬ 
ing was the ethereal chime 
that indicates when you're 
by a location that hides a 
bonus. This noise often hap¬ 
pens several seconds after 
passing the spot, at which 
time the camera has scrolled 
on past and you are basically 
stuffed. Having said this, 
the chances are you wont 
get past a level the first time 
out so you'll have plenty of 
time to pick up the bonus 
next time around. After a 
slow start Time Commando 
gave me hours of great 
entertainment and a very 
sore thumb. 














































IMPORT SPECIALISTS 



JAPANESE NINTENDO 64 IS NOW IN STOCK 

'MlOA CHIF' CONVIRTS SONY PLAYSTATION TO RUN ALL OAMSS RIOARDLISS 
OP ORIGIN, £29.99 INCL. PULL INSTALLATION INSTRUCTIONS OR SIND 
MACHINI POR PROPSSSIONAL INSTALLATION WITH 3 MONTHS WARRANTY 
COVIR, RING POR COST + DSTAILS OP THIS SIRVICI IP RiQUIRiD, 
TRADi INQUIRIIS WlLCOMi 


WE ALSO OFFER CONVERSIONS ON THE FOLLOWING MACHINES: 

SATURN, SNES, NEO GEO CD, MEGADRIVE. 

ALL REPAIRS UNDERTAKEN, FREE ESTIMATES GIVEN, 


J 

ALL CALLERS WELCOME 

Ji 


01322 521356 (3 LINES) 
01322 550317 

AFTER HOURS 
CALL 

0956 362968 



K _ 


PlcMitaiiOH Gomel 

£ 6 . 00 !! 

hOUai 0/1/6' MOM/ U/aUitUi, U)^? 
Qalu Z/XMianaa, o*u 

01S1-U73-9098 

0956-5S9211 



Sony Playstation 
Sega Saturn 
3DO etc 

New & Secondhand 
Official & Import Games 
Mail order or come 
into our shop 



CA Games 

De Courcy’s Arcade 
CresswefI Lane 
Hillhead 

Glasgow G12 8AA 


Tel 0141 334 3901 



&AMES Wm9 


MEfl! 


YOUR SECOND HAND 


SONYPUYSTATION 

UK ^wes Only 

Cash paid ■ phone or write for prices 

O 01664 480211 

LOTS OF SECONO - HAND GAMES 
ALWA YS IN STOCK - PLEASE CALL 

PART EXCHANGE WELCOME 



FULL CIRCLE DIRECT. 58-60 FITZROY STREET. LONDON W1P 5HT 


Name & Address (Block Caps Please). 

.Postcode 

Telephone (Day).(Evening) 

Membership No. (if applicable] 

Please rush me issues 


cable). . 

’ □ 2 □ 3 □ 

of Playstation taped (tick issue(s) required I enclose Cheque/Postal Order for £4.99 per tape 
Please rush me Preview 64.1 enclose Cheque/Postal Order for £6.50 


I wish to subscribe to Playstation Taped for 6 months & blag a free gift, oh and send me the 
vouchers too. I enclose Cheque/Postal Order for £24.00 


I wish to subscribe to Playstation Taped for 12 months & blag a free gift plus £30 worth 
of vouchers. I enclose Cheque/Postal Order for £39. 

I would like my subscription to start from issue 
The FREE gift I'd like is: (subscribers only please) 

S-VIDEO CABLE 
JOYPAD EXTENSION LEAD 


SCART LEAD 
SYSTEM LINK CABLE 


□ 

□ 

□ 

□ 

□ 

□ 


Postage is FREE for all items shipped 
in the UK. Overseas customers add 
E2.00 per item and £12 for 6 months 
subs and £24 for 12 months subs. 


) Playstation Taped Is a wholly independent product and is in no way 
endorsed by Sony Computer Entertainment Inc. All Copyrights and 
> Trademarks are recognised 

* We pnde ourselves on providing a swift efticient sennce and ail orders are 


PLEASE MAKE CHEQUES PAYABLE TO FULL CIRCLE DIRECT dispatched wilhin 24 hours - Guaranteed' 
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he story behind 
I this latest trip 
r down video game 
memory lane is a 
convoluted one to 
say the least. We first got wind 
of Acclaim's plans for a Bubble 
Bobble trilogy a year or so back^ 
when we learned that Probe 
were converting all three of 
Taito's Bub and Bob trilogy for 
inclusion on one PlayStation CD. 
However^ as the coding pro¬ 
gressed we were shown the first 
fruits of the development time 
in an arcade-perfect conversion 
of the first in the series^ Bubble 
Bobble — but learned Acclaim 
had decided to omit the third 
game^ Parasol Stars, from the col¬ 
lection. As such^ the Bubble 
Bobble trilogy was hastily 
renamed Double Bubble Bobble, 
with Acclaim pairing arcade-per¬ 
fect conversions of both Bubble 
Bobble and Rainbow Islands to tie 
in with the current Bub and Bob 
renaissance started with Bust-a- 
Move 2 and the general trend of 
retro gaming. But in the latest 
twist of a collection which makes 
an episode of Savannah look sim¬ 
plistic, it transpires that Probe 
have farmed the Rainbow Islands 
out to Graftgold who have duly 
created two versions of the 
game for the CD, with the sec¬ 
ond game now represented by 
an identical port of the original 
PCB and a version with shaded 
sprites and detailed backdrops. 

As with the majority of Taito's 
coin-ops, the conversions are 
linked by a storyline which runs 
throughout the games. Starting 
with Bubble Bobble, Bub and Bob 
are two happy little chaps whose 
homeland has been taken over 
by the evil Baron Von Blubba. 
Von Blubba has kidnapped Bub 
and Bob's parents — while our 
two heroes have been trans¬ 
formed into dinosaurs. Game 
scenarios being what they are, 
though, the pair have become 
have the ability to blow bubbles 
from their mouths — which con¬ 
veniently becomes a key weapon 
in the attack against Baron Von 
Blubba. Eventually, Von Blubba 
meets his match and the pair 
revert to their human forms, just 
in time for a second invasion, but 
where rainbow-producing skills 
replace the old bubbling skills... 




Bubble Bobble Peek 



Bub and Bob's first outing takes place across a 
number of single-screen locations, each of which 
are littered with decoratively-placed platforms 
and ledges. Control over the two heroes is sim¬ 
plicity itself with the Dpad sending them scut¬ 
tling left and right, while the facia buttons are 
used to make them jump and blow bubbles. No 
sooner have the pair landed on a screen, then Von 
Blubba's cohorts appear and duly begin legging it 
around the screen. Blubba's henchmen take the 
form of ghosts, hooded villains, robot and anten¬ 
na-sprouting fur balls, and contact with these is 
fatal, removing one of the pairs' three lives. 
However, the key to the game is mastery of Bub 
and Bob's bubble-blowing prowess, as spewing a 
stream of bubbles at an oncoming foe encapsu¬ 
lates them, while jumping up at the stricken 
meanie and popping the bubble with the spikes 
on the Brontosauri's back sends them flying off 
screen, freeing them from Von Blubba's control. 
As soon as the screen is cleared, the pair then 
move on to the next, and the path to Von Blubba 
is reduced. 










































































Rainbow Islands as well as the 

OTHER CONVERSIONS. 


SOMEWHERE OVER... 


Back in their human form. Bub and Bob's adventures continue as their new home - the titular Rainbow 
Islands - come under siege from a series of large boss creatures. The old-style single-screen levels are 
now replaced by vertically-scrolling stages, each of which are based on a graphical theme and inhabited 
by a host of creatures reflecting the look. Bub or Bob begin the game at the bottom of each stage, and 
their basic aim is to climb to the top while avoiding contact with the invariably deadly creatures. A rough 
map of the stage is shown at the start of each section, and at the top of each stage's final level awaits one 
of the seven bosses. For their second adventure Bub and Bob's bubble-blowing skills have been replaced 
by the ability to produce a number of rainbows, and these serve a dual purpose of both a handy platform 
to climb on and to kill or stun and creatures it touches or encloses. Similarly, if Bub and Bob jump on to 
one of their rainbows, it drops from the screen, killing anything in its path. 



COMMENT 



So far I think the retro scene 
has been a little disappointing 
but at last this should all 
change. I remember Bubble Bobble as being 
one of the most playable platformers ever - it 
still is, and while is may not have the graphical 
finesse of many of today's it's still infinite 
more enjoyable than the likes of Johnny 
Bazookatone. Similarly Rainbow Islands is 
immensely addictive, and while it's slightly 
easier and therefore doesn't have the same 
lasting appeal of Bubble Bobble, the enhanced 
version included in the pack makes up for the 
original's lack of graphical punch. Even though 
the Bubble Bobble Pack only features two 
games as opposed to the six offered by Namco 
Museum, this still makes for considerably 
attractive package for veteran gamers. 


CLOSE TO HRND 


Both games are renowned for their secret bonuses 
and plentiful power-ups, with a number of themes 
running through the titles. Bub and Bob's first 
mission introduces icons which could enhance the 
pairs' abilities, while the sequel continues the 
trend but makes some of the game's secrets 
incredibly tricky to uncover... 


RRINBOW ISLRNDS 


Thege 
of cole 
1S3I tho hn 



The gemstones are available In a number 
of colours and are arranged in order at 
the bottom of the screen. They are col¬ 
lected by dropping a rainbow on certain monsters 
and depending on which part of the screen the 
creature is in when It dies. Collecting them in 
sequence from left to right offers a huge reward. 


The best power-up within the game. The 
red pots add an extra rainbow to Bub or 
Bob's range, up to a maximum of three. 


In keeping with the pot's role in enhancing 
the pairs' rainbow skills, the yellow urn 
doubles their rainbow-producing speed. 


Found occasionally in Bubble Bobble, the 
trainers make the pair faster on the move. 


Red Stars: 


Explode when touched, scattering deadly 
stars In every direction. 


Yellow Stars: 


Slightly more limited than the red stars 
because the shrapnel they produce only 
goes up screen. 






BUBBLE BOBBLE 



Appears randomly but, if touched, allows 
the pair to bypass five stages. 


Coloured letters drift around the screen, 
spelling EXTEND. If all six are found, a 
bonus screen is unveiled and the current 
level skipped. 


One of the more common icons, and one 
which doubles the speed of the recipi¬ 
ent's bubble speed. 


Seems to make no difference at first, but 
on completing a level a huge bonus drops 
from above, and Is worth in excess of 
50,000 points. 



Marked with a lightning bolt, these spe¬ 
cial bubbles unleash a deadly energy bolt 
in the opposite way to which the charac¬ 
ter is facing. 


These bubbles have a flame flickering 
within them. When popped, the fire 
drops on to the nearest platform, ignit¬ 
ing it and killing anything it touches. 

Similar to the fire bubbles, but the water 
within sloshes across the screen, killing 
anything it comes into contact with. 
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II New Rainbow 


II Old Rainbow 


Bounty galore as Bub scores! 


SOMETHING OLD, 
SOMETHING NEW 


On booting the CD, a rendered 
introductory sequence intro¬ 
duces the characters as a parch¬ 
ment floats through the worlds 
of Bubble Bobble and Rainbow 
Islands. As it comes to an end, 
the three games are duly 
offered, with the character 
sprites highlighted as each is 
selected. Instead of Acclaim's 
initial plans to include Parasol 
Stars (the weakest of the trilo¬ 
gy), two versions of Rainbow 
Islands make up the number - 
with the updated version 
boasting an 'enhanced' 
moniker. In terms of level 
design the pair are identical, 
with the main addition being a 
lick of paint to the original's 
eight-colour sprites and back¬ 
drops. The sprites are now fully 
shaded, while the backdrops 
are more colourful than ever 
before with the once plain 
white clouds now replaced by 
softer, more realistic versions. 
File under nice touches. 




Oil!Z^>trendcon- 
tinues, with 
Acclaim mining into Taito's 
back catalogue and emerg¬ 
ing with two of the greatest 
platform games of all time. 
While Bubble Bobble has 
dated a great deal, it is still 
eminently playable, with the 
later levels demanding a 
mixture of reflexes and skill 



not seen in the majority of 
today's releases. Similarly, 
Rainbow Islands is every bit 
as good as I recall, with just 
the right mix of skill and 
lucked needed and seven 
levels which will test even 
the greatest platform veter¬ 
an. The inclusion of two ver¬ 
sions of Rainbow islands 
seems a bit pointless, as 
with the exception of a lick 
of paint, the level maps and 
alien positions are identical 
making one of the two 
slightly redundant. Even 
though the third game. 
Parasol Stars, was the weak¬ 
est of the three, it's a pity it 
never made the final code as 
the enhanced version of 
Rainbow Islands comes 
across as an afterthought as 
opposed to a necessary 
inclusion - perhaps a way to 
justify the game's price? 


By the time/?a//?bow/s/anc/s was released (1984), end-of-level boss¬ 
es were common within the video game fraternity. Whereas Bubble 
Bobble used Von Blubba as its final adversary. Rainbow Islands fea¬ 
tured a boss for each of its seven worlds. As with the worlds, the 
bosses follow each stage's graphical theme, with the first level 
based on insects, the next on military vehicles, while the rest of the 
game is made up of toy worlds, horror movies, and past Taito 
games. The latter is one of the best levels within the game with the 
many nasties based on Taito's Breakout clone, Arkanoid. The level 
reuses coloured blocks instantly recognisable from the coin-op 
(well, recognisable if you're an old fart who can remember it) and 
the final boss is Doh, the Easter Island statue who acted as the bad 
guy \r) Arkanoid. 




That said, this is one of the 
best retro collections to 
grace the PlayStation so far. 
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Allow £2.00 p+p. 


PLAYSTATION IS A TRADEMARK OF SONY COMPUTER ENTERTAINMENT INC. 


LvaUable from selected branches of: 
or direct from Ri™ GAME 

Datel Direct, Govan Road, Fenton, Stoke-on-Trent ST42RS. 
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GAME DIFFICULTY: AVE 
CONTINUES: PASSWORD 
SKILL LEVELS: 3 


SEPTEMBER 


^ELERBE 


£44.95 


PRICE 


VIRGIN 


BY 


PLRYER5 
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he genesis of a 
I new video game 
W character is one 
f of the most trou¬ 
blesome periods a 
game designer will ever experi¬ 
ence. As detailed in last issue's 
feature^ video game history is lit¬ 
tered with an assortment of 
heroes who fell at one of the 
many hurdles expectant console 
owners place to divert less than 
perfect game stars. Any attempt 
to add humour^ for example^ may 
leave a character open to 
ridicule^ as displayed in Cex 
where the reptilian hero bored 
the user rigid with Americanised 
'gems' every time he moved. 
Similarly^ while there are a num¬ 
ber of essential moves a hero 
must have access to, any attempt 
to deviate from the norm or 
over-egg the control pudding 
may result in a game deemed far 
too unwieldy to warrant pro¬ 
longed play. Johnny Bazookatone 
anybody? No, didn't think so. 

Every now and then, though, a 
game comes along that fulfils all 
these requirements and, against 
all odds, positions itself along¬ 
side the established platform 
greats of Mario and Sonic. One 
such character/game is 
Earthworm Jim. Created by 
California-based Shiny 
Entertainment, whose past cred¬ 
its include everything from 
StarQuake on the ZX Spectrum 
through to Cool Spot and The 
Jungle Book across the 
16bit consoles. Shiny 
used their platform 
prowess to create a 
game that combined 
the said humour, 
ease of control and a 
handful of new addi¬ 
tions with ease. With 
such a pedigree behind him, Jim 
was everything that gamers 
wanted: eminently controllable 
and, in addition to running and 
jumping moves, he was given 
fantastic weapons and back¬ 
drops to interact with more than 
past platform outings. As befits a 
successful game hero, the toy 
and cartoon spinoffs soon fol¬ 
lowed and although Shiny subse¬ 
quently laid Jim to rest, his spirit 
still lives on through a series of 
32bit conversions from 
PlayMates - as seen in this all- 
new PlayStation conversion... 


UP RND RTOM 




] OF THE COW INVITES 
THE ALIENS TO TRY TO ABDUCT IT. 


The length of our hero's five lives are determined by 
an energy bar which is whittled down from its initial 100% by 
contact with the plentiful enemy and their firepower. Through the 
course of the game, Jim's energy levels will come under attack from 
handbag-waving grannies, flying udders, bendy straws, mobile filing 
cabinets, and sumo wrestlers fired from cannons. Should it be 
reduced to nothing, an animation plays showing the suit rejecting 
Jim's limbless form, and the player is invited to try again. Thankfully, 
Jim's search for the exit also brings him into regular contact with 
what appear to be blue molecules. If Jim collects these, his health is 
replenished to the tune of 20%, while the rarer red molecules go 
one better and fully replace any missing health. 


I 



























SEE JIM RUN, SEE JIM JUMP 


Life was normal for Jim until he stumbled across a space suit which 
gave him super powers. However, the suit belongs to Psycrow, a 
black-feathered and blacker-hearted space villain and the two 
16bit games followed the pairs' battles. This conversion of the sec¬ 
ond game begins with Jim on holiday on a vacation planet with his 
mate Peter Puppy. But with Psycrow also in the area, the suit's abil¬ 
ities soon come into play: 


magnThe snot device in the 
backpack also doubles up as a handy 
parachute and inflates if the jump 
button is pressed on his descent. 


ggjggj If Jim misjudges a jump, 
he can then clamber back up the 
wall using his suit-powered finger 
nails for grip. 


TANGERINE DRERM 


Earthworm Jim 2 is one of the most off-beat 

platform games to grace any machine. While _ 

behind its many graphical frills it still follows the 
traditional 'A to B' path of countless others of its kind - to call it a 
straightforward platform game is to do it an injustice. Jim's multi¬ 
level trek across the themed worlds within the game sees him 
adopting disguises, solving puzzles and carrying some of the 
strangest objects as he attempts to reach the exit. Jim starts the 




CRAY 


first stage, Jim is faced with a goldfish within a bowl, while the 
MortalKombatesque Tight!' message appears. As the player pre¬ 
pares for the battle, Jim casually 
pops his hand in the bowl and 
eats his opponent. Following 
this, Jim can soon be found res¬ 
cuing cows from alien abductors, 
chasing doors, and legging it 
past deadly salt shakers. At one 
point, the intrepid worm also 
dons an eyeless Salamander suit 
and fumbles his way through 

what appears to 
be a many-ten- 
tacled stom¬ 
ach wall. 


3 1 don't have 
a particular- 
ly good histo¬ 
ry with 32bit platformers. I 
grimaced at Johnny Bazooka- 
tone and groaned at Mickey's 
Wild Adventure. By far my 
biggest disappointment 
though was Cex and despite 
Earthworm Jim 2's similari¬ 
ties (notably, the 'witti¬ 
cisms'} this is a far superi¬ 
or game -because it's fun. 
There are limits to what a 
2D platformer can 
do, but even Jim's 
traditional meth- 
ods have a spark ^ 
of novelty 
about them. 

Although 
there's Crash 
Bandicoot and 
Pandemonium! 
yet to come, 
this is a pretty 
good 2D plat¬ 
form game. 


iwMXM Whether it be oversized 
Hamster balls or a cow, Jim's 
strength is massively enhanced 
over that of normal worms. 


game with a simplistic stage called 'Anything but Tangerines' which 




introduces the run and jump basics prevalent throughout the game. 


/ - « 

V 


and also contains the first examples of oddball humour. For exam¬ 
ple, hidden away at the top of the stage is a glass transporter which, 
if used, transforms the heroic worm to a bonus stage in which a 

Stannah Stairlift is used to reach the top of a large building. 

Dropping from the top of the building, though, are a handful of old 
ladies and if Jim is in their path, they land on his lap and beat him all 

% 

LV-' 

S 

A} 

^"0350 Hidden within the suit's 
rucksack is a small green blob who 
doubles as a handy snot swing. A 
second press of the jump button 
activates the mucus device. 

the way back to the bottom. Similarly, having located the exit to the 





1 ' ^ 


1 ' ' ’ 

A secondary swing option 
or an Indiana Jones-style weapon, 

, the suit duly snatches Jim out and 
. ■ uses him as a handy whip. 

i . ...:v 



Rope Swing 


Donning a salamander 
skin suit, Jim is left to explore a series 
of maze-like stages - while the player 
struggles with Asteroids-style controls. 


'The Flyin' King' level sits 
^ astride a mini-rocket as he 

^ ^ ' attempts to bounce a balloon to the 
. > end of the stage using its nose cone 
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ROUNDING UP 


EMINENTLY COLLECTIBLE 


Breaking up the platform luna¬ 
cy is a selection of bonus 
games which bear little rele¬ 
vance to the ongoing plot. 
Following an excursion fend¬ 
ing off flying saucers or creat¬ 
ing platforms by blowing 
chunks out of muddy walls, 

Jim may find himself engaged 
in a nonsensical quiz show, 
attempting to follow a series 
of S/mon-style colour puzzles, 
or testing his strength in 
return for bonuses galore. The 
games are sheer lunacy at 
best, with the quiz show offer¬ 
ing a bonus question for every 
worm they have collected dur¬ 
ing the previous stage - while 
the questions follow the lines 
of "Why is it best to leave a 
misery alone?" Discuss. By far 
the most common intermedi¬ 
ate stage, however, is 'Peter's 
Puppies.' A variant on the old 
Game and Watch handheld 
systems, the player is given 
control over Jim, who is hold¬ 
ing a huge marshmallow. To 
his left, Psycrow is tossing 
Peter's offspring in the air, 
while Peter himself watches 
aghast to the right. Via frantic 
weaving and diving, Jim's aim 
is to use the marshmallow to 
bounce the pups over to 
Peter, while simultaneously 
collecting the odd bonus. 
However, if Jim lets more than 
five go, the ungrateful Peter 
turns real nasty and attacks 
the hapless worm. 


In addition to his futuristic suit, Jim is also given a gun which is used 
to blow away any of Psycrow's many henchmen. Initially, the 
weapon is armed with just short of a thousand bullets, but more can 
be found in the shape of bullets and gun icons which litter the play 
area. Similarly, the gun can also be upgraded with homing missiles, 
a blinding smart bomb effect or a a rather useful bubble gun if Jim 
stumbles into one of the relevant icons. The power-up theme is 
ever-present throughout the game, with cans of worms for extra 
lives (along with Jim heads), time bonuses, and energy-doubling 
sandwiches. By far the best extras, however, are the three coloured 
boards — marked with worms, the Earth and Jim's head respectively 
— which individually incite a "Groovy" sample from Jim, but collec¬ 
tively give the player a password at the end of the stage. Finding all 
three isn't always easy, though, but searching the far corners of the 
worlds for them is well worth the trouble. 





STEVE }] 


The 16bit 
Earthworm 
Jim games 
were a real breath of fresh 
air and, with the PlayStation 
still crying out for a really 
good platform hero, my 
hopes were high for Virgin's 
straight port from the origi¬ 
nal - hopefully it would 
inherit the 16bit game's 
playability along the way. 
While the conversion is 
impeccable, retaining the 
humour and attractive ani¬ 
mation touches, some of the 
levels seem more protracted 
and frustrating than before 
- with some levels bordering 
on the positively irritating. 
Also the PlayStation version 
adds slight inertia to Jim's 
movements, making turns 
and accuracy harder than 
ever before, and emphasis¬ 
ing just how instinctive the 
16bit controls were. The dif¬ 
ferences in control aren't 
massive, but nevertheless 
they are particularly notice¬ 
able in levels which requires 
pixel-perfect positioning. 
Ultimately, Earthworm Jim 2 
on the PlayStation is still a 
fine platform game - easily 
showing RayMatij and com¬ 
pany, the ropes — but the 
small faults in the control 
system prevent me from rec¬ 
ommending it as an essen¬ 
tial purchase. 









































KOH A GAME OF YOUR CHOICE 
WlHi MORE ENTRIES IN THE DRAW 


OPEN SAT + SUN 
PAM - 3PM 
MON - FRI 
PAM - 10PM 
BUSINESS NUMBERS 
0121 436 5380 
.0121 436 5388 



ALL PRICES 


INCLUDE 


PLAYSTATION GAMES 



INEVITABLY SOME GAMES LISTED 
MAY NOT YET BE AVAILABLE. 

PLEASE PHONE TO CHECK ^ 
RELEASE DATES. PRICES MAYBE < 
SUBJEa TO CHANGE! 


Actua Golf.£TBA (Aug) 

Actua Soccer.£33.99 

Adidas Power Soccer.£37.99 

Alien Trilogy.£34.99 

Aquanauts Holiday.£37.99 

Blam ! Machine Head.£40.49 

Chronicles Of The Sword.£36.99 

Cyberia.£32.99 

Doom.£34.99 

Formula 1.£38.99 

Fade To Black.£36.99 

Galaxian 3.£TBA 

Impact Racing.£36.49 

Magic Carpet.£34.99 

Namco Museum Volume 1.£37.49 

NBA In The Zone.£35.49 

Need For Speed.£36.49 

NFL Game Day.£37.99 

NBA Live 96.£36.99 

NHL Face Off.£37.99 

Olympic Games.£35.99 


Olympic Soccer.£35.99 

Rayman.£35.99 

Resident Evil.£38.99 

Ridge Racer Revolution.£38.49 

Rise 2 The Resurrection.£35.99 

Sampras Extreme.£TBA 

Shell Shock.£34.99 

Sim City 2000 .£36.99 

Skeleton Warriors.£36.49 

Street Fighter Alpha.£34.99 

Space Hulk.£36.99 

Total NBA.£37.99 

Track & Field.£36.99 

Victory Boxing.£36.99 

Viewpoint.£36.99 

Williams Arcade Greatest Hits...£TBA 
X-Men Children Of The Atom..£36.99 
Zero Divide.£32.99 


oifWiffi 

ALL MAJOR CMEIDlMi 


/ ©BBDWBBV \W®B[]XDra® E 


r 


ALL CHEQUES AND POSTAL ORDERS PAYABLE TO: 

FUTURE GEN, 107 ASHDALE DRIVE, HOLLYWOOD, BIRMINGHAM B14 4TX 




/VnVERTTSERS Tnn^X 



ASA . 79 

BLOCKBUSTO VfnCO .90,91,97,93,94,95 

BMG fNTCRACTIVn . 43 

CAGAMrS . 71 

CnDTRFCT . S9 

CORFnFSTGN . 11,13 

COMPUTFR & VfDFO GAMFS ... 1 1 7 

DATF[ . 75 

Fr.FGTRONfC ARTS . 31 

FXCHANGF 70NF . 71 

Fur.r ciRcr.F dirfct . 71 

rnTlIRFGFN . 79 

GAMFSWORf.D . 71 

GRFMfJN INTFRACTTVF . 39 


HA[ !FAX BUILDING SOCfFTY ...53 

OCFAN .. fFC,3 

OXY 10 .:.. ..,67 

Pf AYSTATTON DfRFCT . fBC 

PSYGNOSIS . 27 

ROSSRFCORDS . . . ... . .71 

SOFTWARF FIRST .. .63 

SONY . 35 

SPFCfAL RFSFRVF . 89 

SPORTFD . 104 

TOMMO . 89 

TRTCO GONSOf.FS . 71 

VTSfONTRONfCGAMFS .. 79 


VISIONTRONIC G-AMiKSi 

TEL: 01942-7%016 after 7pm 
FAX: 01942-886965 
MOBILE: 0973-292244 
(Help, Eng, Information) 


76TYLDESLEYF 
ATHERTC 
MANCHESTER M46« 


SPECIALISE IN REPAIRING 

CONVERSION 


SUPE NINTENDO SEGA MEGADRIVE SEGA SATURN 
PLAYSTATION WILDCARD PRO FIGHTER 


ULTRA 64 witii 4 

£400 with 2 games £450 



®oYo jPLAYSTATIKDN 


Amo BOOTUP NO MORE SWAP DISC FLAY 

USA UK JAP 

PLAYSTATION CONVERSION . 

(WILL ENABLE TO PLAY ANY IMPORT GAME) 

SEGA SATURN 50/60 Hz . £^o 

SUPER NINTENDO 50/60 Hz and GAME CONVERSION .. 

WILL PLAY ANY JAP. USA. UK. GAME. nS 

MEGADRTVE 50/60 Hz GAME CONVERSION. .£20 

REPAIR PLAYSTATION / SATURN. ‘' FROm‘£25 

PLAYSTATION R.G.B. TO RF. ' £« 

CONSOLES NTSC AV TO PAL AV OR RF.!!!.*!!!!.£60 

%?k:TURN SCART LEAD (fuH pin) JAP ..£i6 

ipTiA 64 R.G.B. CONVERSION. . £35 

[Ultra 64 r.g.b. to pal rf...';. £65 

IKLIYAHBSIELL 

5.;: PSX SATURN CDi SNES VCD GAMEA LASER DISCS 

: CD WRITER. RECORDABLE CD 












































































































SPEC 


CRME 


GAME DIFFICULTY: MEDIUM 
CONTINUES: MEMORY CARD 
SKILL LEVELS: 1 


OUT NOW 


RELER5E 


HUMAN 


PLRYER5 


Hmr Final . 

Maich Teams 


et again England's chances 
of winning a major sport¬ 
ing event have been 
dashed. Having watched in 
uespair as Gazza and the lads 
were knocked out of Euro '96 by a badly 
taken penalty, just weeks later Britain's 
tennis hopeful, Tim Henman, is cruelly 
booted from centre court. But just as it 
seems the only thing we Brits are good 
at is drinking beer and guzzling lager, 
we've been given a second chance. 
Admittedly, there's no hope of turning 
back the clocks to retake Southgate's 
penalty, but at least we can relive the 
highs and lows of Wimbledon with 
Hyper Final Match Tennis. 

On what is rapidly becoming an over¬ 
crowded court, with Codemaster's 
Sampras Extreme Tennis^ Power Serve 
Tennis as well as a handful of import 
titles already serving for advantage. 
Hyper Final Match Tennis attempts to 
out-play the opposition by cramming in 
as many features as possible. Fancy a 
choice of singles or doubles? You got it. 
One-off exhibition games as well as a 
full-blown tennis tour? It's here. Loads 
of match venues and camera angles? 
Yup. A wide selection of players? Not 
really. While Sampras Extreme Tennis is 
chock full of competitors, from 
square-jawed German pros to 
a pimp wearing a purple 
suit and purple hat, 
there's are just a dozen 
players in Hyper Final 
Match Tennis - a healthy 
selection by no means, 
but when the competition 
is so fierce every minor 
niggle can makes or break a 
game. 0-15, Sampras Extreme 


SMOKIN’ ON CRNSS 

Each court surface has been faithfully recreated in 
Hyper Final Match Tennis, from the plush green lawns of 
Wimbledon to the hard concrete surface of 
Melbourne's Australian Open. As well as the obvious 
visual differences, the various surface types affect the 
play of the ball. The ball bounces high and fast on hard 
and clay courts, while playing on grass slows the 
speed of the game and also dampens the 
bounce of the ball. 


COMMENT 


LOUSY LINE-UP 


Okay, so the player line-up isn't as bloat¬ 
ed as that of Wimbledon but there are 12 
competitors to choose from, six male and 
six female. Although adopting fictional 
names they are quite obviously inspired 
by real-life tennis stars, including carica¬ 
tures of Boris Becker, Pete Sampras and 
Steffi Graf. The players are true to life 
too, with Sampras' alter ego boasting a 


super-fast serve and Becker proving he's 
still the most accurate player on the ten¬ 
nis circuit. Oddly, playing against a 
female player is a darn sight easier than 
competing against the more powerful 
blokes, as shots are less powerful and the 
computer opponent is more prone to 
making mistakes. So much for sexual 
equality, eh? 


There's little to recommend 
this game, sadly. The best this 
ffers are some rather jerky lit¬ 
tle sprites running to hit a ball and then diving 
to the floor at inopportune moments, while the 
CPU player acts as if he's won the lottery. 
Hyper Final Match Tennis lacks the vital ingredi¬ 
ent for a good tennis sim - playability. This 
barely hits the tram line and should be 
declared well and truly out. 





♦ 



























































































COMMEi^T 


EXHIBITIONIST OR MRRRTHON PERFORMER? 


Hyper Final Match Tennis caters for quick, one-off 
games as well full-blown seasons, players choosing 
to enter an exhibition match or sign up for a world 
tour. Although the former is a straightforward 
game of singles or doubles on any court surface 
using any of the players, the world tour is much 
more involving. Kicking off with the Human Cup 
held in Tokyo, the player must first progress 
through the preliminary qualifying rounds before 


working through to the final. Points are awarded 
for wins, before the tour continues to the 
Australian Open and then the French Open. A 
mixed doubles competition is then held in 
Montreal before the championship moves onto 
Wimbledon and eventually to the US Open. Even 
though each match is limited to one set, to win the 
tour players must compete in 36 separate games - 
thank goodness for the save option! 



RECORD* 


adidas 


HUMqHogp- 



Ridiculous. It's the only 
word to accurately describe 
the number of camera 
angles featured in the 
game, from the top-down 
bird's-eye view (in which 
the players are so minuscule 
it's practically impossible 
to accurately aim a shot) to 
the low, behind-the-player 
angle that makes It very dif¬ 
ficult to actually see the 
court. There are approxi¬ 
mately half a dozen views in 
between, some which are 
functional and others that 
are visually great but less 
than usable. 


1 / 


% 




HLEX 


Above all, a 
tennis game 
should allow 
the player to choose their 
shots with ease, switching 
between lobs and forehands 
quickly while accurately hit¬ 
ting the ball over the net. 
While Sampras Extreme 
Tennis managed this with a 
degree of competency. 
Hyper Final Match Tennis 
isn't so well endowed. 

While selecting a shot is 
simple enough, judging the 
direction and indeed the 
power of the strike is incred¬ 
ibly difficult as it's mainly 
dependent on the position 
of the player in relation to 
the ball. The long-distance 
views make this even more 
difficult, accurately hitting a 
ball little more than a pixel 
in size proving near on 
impossible. Of course, the 
closer camera angles rectify 
this problem to some 
extent, but then the visibili¬ 
ty of the court, or rather the 
lack of it, is another of the 
game's underlying faults. 
The character animation is a 
little rigid, and the manner¬ 
isms of the players, such as a 
repetitive fist punch when¬ 
ever a point is won, proves 
incredibly annoying. The 
rank outsider as opposed to 
the number one seeded 
Sampras Extreme Tennis. 
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sion shows these days (almost as 
much as product placement^ in 
fact)^ it's hardly surprising that 
the likes of He~Manj the Power 
Rangers, and now Skeleton 
Warriors go on to become hit 
computer games. And why not? 
After a\\, what better way to end 
a stressful day at the office than 
to plug in your PlayStation and 
knock seven bells out of every¬ 
thing that moves? Or indeed 
things that didn't move but nev¬ 
ertheless looked vaguely menac¬ 
ing. But the media is prone to 
speculating about the increased 
violence in our society being a 
result of what we are exposed to 
on television and in games. If 
that's the case, anyone playing 
Virgin's new scrolling platformer 
based on the sword and sorcery 
Skeleton Warriors cartoon 
should run out now to buy a 
sturdy cod piece and a broad¬ 
sword. Based on the aforemen¬ 
tioned hit children's television 
series, it throws the player into 
the fur-lined boots of Justin, 
whose mission is to recover a 

I lost crystal and restore peace to 
his city. However, a curse is 
transforming the normally 
sedate villagers into skeletal 
beasts who act as soldiers to the 
villain of the piece, one Baron 
Dark - and the fact that they're 
actually innocent people 
beneath the bony exterior 
means that people remonstrat- 

I ing Virgin about the violence can 
be calmly told "ah, but nobody 
actually dies." 

Nevertheless, the game offers 
a host of exploding skeletons to 
hack your way through, as well 
as the complimentary issue of 
undead beasts - not forgetting 
the obligatory dungeon settings 
with unidentifiable objects 
crawling up the walls. Sound like 
a familiar scenario? Well of 
course it is. What else would we 
be sitting our kids down to 
I watch on a Saturday morning? 
But although the plot sounds 
like a hundred that have gone 
before it, does the game play 
have anything else to offer? 
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Read on... 



LITTLE BUGGERS _ 

There's plenty of variety in the mutants you'll do battle with. For the 
most part, they are skeletal warriors of some description, but there's 
a few little pests thrown in to keep you on your toes. They don't do 
too much damage in a single hit, but they're hard to take out because 
of the erratic way they move and therefore quite dangerous. Let's face 
it, even a shuttlecock will kill you if it hits you repeatedly between the 
eyes at 100 miles an hour. 



These swooping vul¬ 
tures try to snag out 
your eyeballs... 


While the dogs turn 
out to be a right pain 
in the butt., literally. 



LOBSTER 


Who'd have guessed 
jellyfish droppings 
could be so deadly? 








































The gameplay is preceded by 
several minutes of impressive- 
looking intro. Unfortunately, 
it's damn near Impossible to 
understand a word the narra¬ 
tor is saying. As with the tele¬ 
vision series, the plot revolves 
around the struggle of light 
against dark as Prince Justin 
battles with the mighty Baron 
Dark for possession of the all 
powerful Lightstar Crystal. As 
the game progresses you will 
take on four gruelling missions 
before your trigger finger 
finally drops off for good. 


I ISEIVlEiaE-vT ■ 

of the 

Skeleton Warriors cartoon on 
a Sunday once, so I'm no 
expert on how close this is 
to the series. However, I am 
knowledgeable enough on 
games to realise this s a 
poor cash-in. No imagina¬ 
tion has gone into this 
rather samey hack and slash 
effort, with minimal variety 
to the levels, and a rather 
tedious task repeated 
against different back¬ 
drops. Although geared for 
the younger PlayStation 
owner, I feel the repetition 
will put even kiddies off. 





WHRT? NO MRCHINE GUNS? 


Armed only with Justin's faithful sword, the player can also pick up 
a variety of power-ups and specials as reward for pasting the bad 
guys. Each skeletal foe you slay will leave behind either a crystal or 
a power-up token. Fall to pick up the former in time and your 
undead friend will pick up his scattered bones and come back at 
you for a second round - rather like Frank Bruno in that respect. 

Power-ups include multiple shots, shields, homing mines and 
bouncing bombs, but unfortunately you can only carry two at a 
time so choose carefully which ones you collect. 



COMMENT 



r KRTE 


- ^ On the 

^whole, 
^“"""""""""""^Skeleton 

Warriors is decidedly unin¬ 
spiring. It's by no means a 
disaster, just nothing spe¬ 
cial. It's very similar in style 
to Batman Returns on the 
Super NES, and suffers from 
the same repetitive game- 
play. The graphics are 
mediocre and dated, and 
the gameplay, while inten¬ 
sive, is far too samey 
throughout the mission. 
Although the enemy sprites 
are far too easy to kill, the 
sheer number will keep most 
players busy as they slash 
and swipe at a tidal wave of 
suicidal skeletons. But even 
the constant stream of 
meanies soon proves 
tedious as energy loss is 
often unavoidable, and 
there is no replay option. On 
the plus side, the sound 
effects are quite good, and 
the ambient Omen-style 
music is awesome if played 
through a pair of powerful 
headphones. We've seen a 
deluge of second rate plat¬ 
formers on the PlayStation 
recently, all dressed up in 
fancy graphics in an attempt 
to fool you into thinking 
you're playing a top game. 
With Skeleton Warriors, what 
you see is what you get — 
very average indeed. 


OVERRLL 
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ce hockey simula¬ 
tions are a peren¬ 
nial favourite 
across countless 
home formats^ 
with Electronic Arts 
starting the trend with their 
acclaimed NHL series for the 
Megadrive over four years ago. 
The sport itself makes it perfect 
fodder for a video game^ as it 
incorporates speedy accuracy and 
skill on the player's part, and is 
considerably more frenetic than 
football while retaining the need 
for passing and shooting. Simi¬ 
larly, with the bulkier nature of 
the players due to their padded 
suits and control problems accen¬ 
tuated by the icy surface, bat¬ 
tling inertia to turn on a sixpence 
goes hand in hand with the run¬ 
ning battles with the opposition. 

With EA canning their original 
plans for an NHL '96, it seemed 
PlayStation-owning ice hockey 
fans were unlikely to see a ver¬ 
sion of the sport for their 
machine. Quick to spot a gap in 
the market, both Sony and Virgin 
got their skates on (as it were), 
and following the release of the 
former's NHL Came Day, Virgin 
have finally made it to the rink 
with Powerplay Hockey'96. 
Looking decidedly similar to EA's 
scuppered NHL title, Powerplay 
Hockey'96 is viewed from the 
customary 'above and behind' 
view, with the game camera 
intelligently panning in and out 
of the action. The developers at 
Radical have packed as many fea¬ 
tures as their NHL licence will 
allow, with all the greatest US 
sides represented in terms of 
appearance and statistics, while 
international tournaments pits 
the likes of the mighty Canadian 
side against the relatively hum¬ 
ble teams amassed by Sweden, 
England and Germany. Similarly, 
with the game secondarily spon¬ 
sored by ESPN, the game also 
benefits from television-style 
intermissions and tactic screens. 






Before the teams take to the ice, the small matter 
of selecting a side must be made. With the NHL 
again lending their name to the game (like the 
NBA, they don't seem too choosy). Radical were 
given full use of the current season's statistic and 
team rosters, with Mario Lemuix and Wayne 
Gretzky among the more recognisable characters 
in the game. There are 42 teams, split evenly 
between sides from the US NHL League, includ¬ 
ing the likes of Vancouver and Florida, while the 
remainder are international sides, including puck- 
bashers from Italy, Spain and even good ol' 
Blighty. On choosing the team, some statistics 
can then be summoned, within which the teams 
are rated out of 100 across six major hockey fac¬ 
tors, which take into consideration their defend¬ 
ing skills, shot accuracy and passing abilities. 




COMi^^ENT 



While I'd 
rather kick a 
real football 
around, or play tennis on a 
clay court that an electronic 
one, ice hockey seems 
somewhat safer and more 
engrossing as a console 
game than the real thing. 
Powerplay Hockey '96 sup¬ 
plies a good bout of aggres¬ 
sive matches and once 
you've learned which teams 
are good and which are plain 
embarrassing, the game 
should keep you occupied 
for quite a long time. The 
variety of camera angles 
gets a bit hard to keep track 
of, but once you've learned 
to anticipate them, it all 
flows really nicely. The 
sprites aren't anything to 
write home about and by 
the nature of the game, it's 
quite easy to lose sight of 
the puck at inopportune 
moments, but overall, this is 
god, if unchallenging, fun. 





FAIRLY VIGILANT, BUT 
THE OCCASIONAL PIECE 
- OF FOUL PLAY MISSES 

THEIR ATTENTION. 


RNOTHER CHRNCE TO SEE 


Actually getting the puck into 
the goal is harder than it 
sounds. The goal is tiny, while 
the suitably padded 'keeper 
ensures there's very little gap 
between him and the target. 
However, should a long hit 
sneak past and into the net, or 
a cunning pass across the goal 
to draw the 'keeper out while 
another attacker slams it home, 
most players are going to want 
to replay their greatest 
moments over and over again. 
























































COMMENT 







The camera pans automatkally to cover the came. 


FOUL PLRY 


Ice Hockey is a notoriously violent 
sport, and Powerplay Hockey '96 
recreates its many fouls and alterca¬ 
tions - although punch-ups 
between the offending players are 
conspicuous by their absence. Every 
game Is overseen by an off-screen 
referee whose all-seeing eye is 
peeled for rough tackles, 'hooking' 
(where a player is tripped with the 
defender's stick), and general argy- 
bargy. A referee consigns the guilty 
party to the sin bins at the side of 
the screen where they will be made 
to sit out the game for a period of 
time. However, if a particularly bru¬ 
tal foul results in a lost goal oppor¬ 
tunity or is so vicious as to deserve a 
heavier punishment, a penalty is 
awarded to the victim. Ice hockey's 
penalties, though, are harder to 
score from than those of, say, foot¬ 
ball, with the attacker given a full 
run up to the goal from the centre 
circle with only the 'keeper to beat. 


ON THIN ICE 






T- v7-. ; 


In essence, ice hockey relies on 
two major abilities: passing the 
puck accurately, or hitting it as 
hard as possible towards the 
oppositions' goal. Powerplay 
Hockey '96 reflects this perfect¬ 
ly, with controls kept to a bare 
minimum but requiring more 
skill on the player's part than 
this implies. Passing is effected 

using the circle button while pressing the Dpad in , 
the direction of the player to receive the puck - 
although care must be taken as veteran players will 
step in to intercept the pass rather than battle it 
out along the wing. Similarly, the square button is used for the 
majority of shots, but extra aspects such as power and the height of 
the shot are dependent on the speed the puck is moving when it is 
struck and the angle of the shot towards the goal. If the player is on 
the defence, though, these two buttons are used to tackle with dif¬ 
fering levels of severity (although the referee is quick to penalise if a 
player is brought down with what he considers undue ferocity), while 
the X button switches control to the player nearest the puck. 



[ STEVE jl 


Ever since 
Sony's NHL 
Face Off, I 
have become a die-hard of 
Ice Hockey games. When 
done well« they are one of 
the most playable sports 
simulations available, as the 
brutal nature of the sport 
coupled with the speed and 
timing needed to score 
makes it perfect video game 
fodder. Virgin's Powerplay 
Hockey '96 is a brilliant 
example of the genre at its 
best, with simple yet com¬ 
prehensive controls and all 
the rules you'd expect from 
a decent simulation. 
Graphically, Powerplay 
Hockey '96 is no great 
shakes and bears more than 
a passing resemblance to 
EA's old 16bit NHL titles, 
but for playability it has got 
it just right. Tackling and 
shooting are easy to effect, 
and the pass button opens 
up both quick play and accu¬ 
rate interceptions, making 
for a very fast-paced game. 
The international and US 
sides further what could be 
a shallow game's lasting 
appeal, with the Canadian 
side Just about impossible to 
beat. While offering nothing 
outstanding or new, 
Powerplay Hockey '96 is a 
very playable incarnation of 
a fast and furious sport. 
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O ur new^ ongoing feature, which 
updates you on items of mer¬ 
chandise currently available 
that we believe will be of interest to 
PlayStation gamers everywhere. 

BOOKS 

PRm’SPlAYSmm SECRETS 

PRICE: £9.99 
RELEASED BY:Boxtree 
RATINC:^'k'k^ 

Prima's new publication PlayStation 
Secrets is self-billed as the definitive 
guide to the PlayStation - and 
they're not far wrong either. It's 
stuffed full of reviews and cheats for 
a hulking selection of 
top games, plus a 
short section of 
previews thrown 
in for good 
measure. 

Because of 
it's size, 
some of 
the games 
featured aren't 
exactly up to date, 
but the level of detail in 
the walk-throughs and hints makes 
them well worth a read anyway. 
Several times while pouring over the 
pages I had to wonder which poor PR 
man or games tester had been tor¬ 
tured, bribed or blackmailed to get 
the information and codes. But when 
I thought about it again I realised I 
didn't really care as long as I was 
being treated to them! This publica¬ 
tion is definitely for the serious 
gamer only. It's written and laid out 
in a no-nonsense 'cram the pages full 
of info' style with a good selection of 
pictures to illustrate the point. A 
light-hearted fun read it isn't, but if 
you want detail - and plenty of it - 
this is a tenner well spent. (KR) 

IHSEPERCEHCESAY 

by Devlin/Emmerich & 
Molstad 

PRICE: €4.99 
RELEASED BY:Boxtree 
RATINGlirir 

Film novelisations are curious beasts. 
They're either enriched and expand¬ 
ed, providing previously unknown 
character or situation development, 
or they're cheap, knocked off in ten 
minutes are replacing stage direc¬ 
tions with "He said" and "She said". 
As the film of the year (or so the pub¬ 



licists would have 
you believe), one 
might have 
expected this 
to get a 
Craig Shaw 
Gardner 
touch (ie 
the 

Batman noveli¬ 
sations) or even a 

good old Alan Dean Foster (the A//en 
series. Star Wars et al). Instead it gets 
the Stargate treatment, a quick spin¬ 
off credited to the guys who did the 
movie script plus one Stephen 
Molstad whom, one suspects, proba¬ 
bly did most of the writing. It's not a 
bad book - portions of it are pleas¬ 
antly expanded, most concerning Jas 
and her attempts to track down miss¬ 
ing boyfriend Steve. Her travels to 
the El Toro base, and the people she 
picks up along the way are interest¬ 
ing - mostly die to the inclusion of 
sequences cut from the final print, 
including the placard-waving 'Repent 
ye Sinners' man. 

Considering this is probably the 
best action movie of the summer, I 
was more than a little disappointed 
that the book didn't get braver. 
Where was the background to the 
aliens? Where was the background to 
characters such as Nimziki and Okun? 
And although the nice epilogue sug¬ 
gests that whilst not everything was 
okay, mankind would at least work 
together, where was the people-view 
point of this? This isn't a bad book by 
any means but considering the movie 
it supports, it ought to have been 
bigger and better. (GR) 

JREMAKIHSSE 
IHREPEHREHCE RAY 

Rachel Aberly & Volker 
tngel 

PRICE: £8.99 
RELEASED BY:Titan 
RATING-.iririr 

Many "Making of..." books consist 
of glorious colour publicity stills, a 
handful of syndicat¬ 
ed quotes and a lot 
of positive gush¬ 
ing to bolster 
lacklustre 
text. By 
employing 
Rachel 
Aberly, 
the 

publishers 




have ensured a good, solid book to 
support the movie. Aberly's teaming 
with visual effects maestro Engel 
helps no end as the behind-the- 
scenes shots, concept drawings and 
candid comments by cast and crew 
make this a very special book. Split 
into logical chapters, even the brief 
segment dedicated to disaster movie 
supremo Irwin Allen fits in well. But it 
is the pictures that really sell the 
book to me, so many good ones we 
haven't seen before in the countless 
magazine and newspaper articles. If 
the book falls down slightly. It lacks 
any post-production detail. 

Marketing strategies, reaction, that 
sort of thing. The final page lists (and 
apologises for) a woefully incomplete 
cast list alongside the three teaser 
posters, all of which deserved better 
prominence in the book. 

That quibble aside, this is one of 
the better Making ofs to hit the 
shelves, a satisfactory tie-in with 
blockbuster-of-the-week, and well 
worth your nine quid. (GR) 

AHIMEMSVIECUIBE/A 
RESIHHERS BRIBE 

PRICE:£9.99/£6.99 
RELEASED BY:Titan 
RATING.'-k^'k'k/ir^ 

The incredible success of Anime on 
these shores has been meteoric, and 
Titan are on hand 
with two guides to 
the history of the 
Japanese car¬ 
toons: the for¬ 
mer an in- 
depth ref¬ 
erence 
piece, 
while 
the lat¬ 
ter is a thin 
basic guide to 
popular Anime, and 
more lightweight than Karen 
Carpenter. Helen McCarthy's An/me 
Movie Guide is a superb book, and 
offers insights in the progression of 
Anime since 1983, plot summaries, 
production details and both the 
Japanese and English names. A year- 
by-year account of the releases is 
used to detail the films, and Helen 
has also added boxes of stories to 
avoid with the UK release of 
Professional Colgo getting the kicking 
it so rightfully deserves, while other 
boxes discuss related novels and spe¬ 
cific genres. The whole book is then 



wrapped up with a superb Index 
detailing a complete list of every 
Anime title of the last thirteen years. 
Sadly, Helen's Beginner's Guide is less 
successful. Although 
it features some 
superb art 
throughout, the 
book is pre¬ 
dominantly 
mono¬ 
chro¬ 
matic, 
and 

the text 
is interest¬ 
ing enough with a 
look at the history of 
the series and quick glances at spin¬ 
off merchandise. Beginner's Guide is a 
strange book, and Helen's text is far 
more detailed and adult than the 
clunky design suggests - you should 
not be able to judge a book by its 
cover, and so potential buyer's are 
urged not to be put off by the atro¬ 
cious design which frankly does an 
otherwise informative read a massive 
injustice. (SM) 

CDs 

SHUaOWSafTHtlMPIRl 

PRICE: £13.99 
RELEASED BY:Varese 
Sarabande 
RATINC:^^^^^ 

At first glance, this appears to be just 
a music soundtrack CD from the new 
Star Wars game due to appear on the 
Nintendo 64 sometime next year. 
Alongside Steve Perry's novel and the 
John Wagner comic adaptation, it 
could just be a piece of cash-in mer¬ 
chandise to give the 
impression that 
Shadows of the 
Empire is as 
important 
as the 
new tril¬ 
ogy of 
films we're 
all waiting for. And 
with a track listing includ¬ 
ing such titles as The Seduction of 
Princess Leia and The Destruction of 
Xizor's Palace, you might be forgiven 
for thinking this rather gives the plot 
away. The music is, of course, excel¬ 
lent - Joel McNeely is a worthy suc¬ 
cessor to John Williams, no doubt 
aided by the splendour that is the 
Royal Scottish National Orchestra 
(side point: how can something be 
Scottish and National?), and there are 
even traces of Williams' famous title 
score woven into the new music. All 
this on its own would be enough to 
tempt even the casual Star Wars fan - 
this CD, however, is far from just a 
soundtrack. It's a fully functional 
enhanced CD - the current US jargon 
for a music CD with CD-ROM capa¬ 
bilities, replacing the old 5" video 
CDs of a few years ago. (hey, even the 
Pet Shop Boys have an enhanced 
music CD out now!). This one fea¬ 
tures everything you need to know 
for a full introduction to Shadows of 
the Empire. Detailed notes on the 
books, the audio book, the toys, the 
comics, the game and the story of 
Shadows of the Empire itself. Biogra¬ 
phies of George Lucas, plus the guys 
behind the new game and even a mini 
encyclopedia of the characters in the 
story... everything you need to know 
about Shadows of the Empire is here. 









excellently illustrated and easy to 
use. Hopefully, this will be the future 
of soundtrack CDs - imagine some¬ 
one reissuing the Aliens CDs, 
enhanced, or the James Bonds ones. 
The possibilities are endless... (GR) 

VIDEOS 

BATUAH AHB BBBIH - JBKEB’S 
BEVEHElanilTBEPEHEBIH 


PRICE:£6.99 each 
RELEASED BYiWarner 
Home Video 
RATING:iK^ic'k'kiK each 



To describe the sporadic release 
schedule of these videos are severely 
aggravating is something of an 
understatement. Currently showing 
on Saturday mornings. Batman 
Adventures/The Adventures of Batman 
and Robin is probably the best super- 
hero-based cartoon series in the his¬ 
tory of the genre, with its startlingly 
stylistic pictures, sets and music (and 
indeed thematic 
mood direction) 
based on the Tim 
Burton movies 
and the stories 
and costumes 
from the 
original, 
superior, 
comics. 

Mix¬ 
ing 
the 

Thirties 
look with 
Nineties sophisti¬ 
cation, the show 
is unbeatable 
and Warners 
are gradually 
releasing a 
handful of 
tapes 
with 
two 
epi¬ 
sodes 
a throw. 

The latest batch 
are, titularly, about two 
of Bats" oldest nemeses, although 
Harlequinade is more bout the Joker's 
wonderfully manic (and psychotic) 
assistant Harley Quinn. The quality of 
writing and art make these way above 
the norm for superhero cartoons, and 
are clearly aimed at viewers older 
than, say, the new versions of Spider- 
Man or Fantastic Four, which makes 
their Saturday morning time slot 
somewhat incongruous. How many 
PC rated cartoons do you normally 
see at 10am these days? 

With the same production compa¬ 
ny about to unleash a similarly 
stylised version of Superman, one 
hopes that will get a more suitable 
showing time. And the next batch of 
Batman tapes? Well, when Batman 
Forever hit the theatres, we saw a 
Riddler and a Two-Face collection, so 
my money Is firmly on a couple of 
Mister Freeze and Poison Ivy collec¬ 
tions before too long. (GR) 


imsmofm 

BoarsmcHas 


PRICE:£11.99 
RELEASED BY-.Titan 
RATINC:-k-k-k* 


There is an unwritten law in Holly¬ 
wood, second only to the law of 



sequels and diminishing returns: 

Thou Shalt Not Make A Good Remake 
Of A Classic Movie. Trying to better 
Don Siegal's claustrophobic black- 
and-white Fifties chiller must have 
seemed an impossible task to direc¬ 
tor Philip Kauffman 
back in 1978, yet 
he pulls It off 
with huge 
aplomb. This 
is no doubt 
helped by 
the delib¬ 
erately 
larger 
scale 
set¬ 
ting, an 
excellent cast 
and one of the best 
closing shots of a film 
ever. Whereas the original just 
focused on the traditional small mid¬ 
west town, the remake goes one big¬ 
ger and features San Francisco. Nice 
touches abound (Kevin McCarthy, 
star of the original, features briefly, 
screaming the same lines as he did at 
the end of the original, and a dog 
wakes up to find it has the head of a 
man) and even original director Siegal 
pops up. Leonard Nimoy, Brooke 
Adams and Donald Sutherland may be 
the stars but it is actually the (then) 
newcomers Veronica Cartwright and 
Jeff Goldblum who steal the movie, 
alongside the beautiful camera work 
(a superb opening shot underlines the 
beauty of the flowers as well as 
underlining the danger they prelude). 
All in all, this is a fabulous film, finally 
available in wide screen, and it's easy 
to see why no one berates this 
remake. Perhaps proving that you 
can't hold a good story down, anoth¬ 
er remake, just called Bodysnatchers, 
turned up on the straight-to-video 
circuit a couple of years ago and even 
that was good. (GR) 


BABYIBH S-miOHBBASK 
snBSPIBlBIHTBEm 


PRICE:£72.99 

RELEASED BY:Beyond Vision 
RATINC:-k-k* 


umbrella themes, concentrating on 
Talia's attempts to stay out of a 
cyborg assassin's gun sights, while the 
Free Mars movement grows in 
strength. Watch out for the first 
appearance of Zak Allen - little more 
than an extra here, but by Season 
Three... (GR) 

BABYISH S-ABACITBBBUEH 
BABB PlAClSanASBUl MATES 

PRICE:£72.99 

RELEASED BY:Beyond Vision 

RATINC:-k**-k 



Walter Koenig may be better known 
around the world as Chekov from Star 
Trek, but It always looks as If he far 
prefers playing the semi-regular 
Bester In Babylon 5. Here he is, known 
for being a cute, 
occasionally nau¬ 
seating Russian 
ensign but 
thanks to A 
Race Through 
Dark 

Places, he 
gets his 
teeth 
into 
quite 
a meaty 
chunk of nasti¬ 
ness as the less-than- 
moral Psi Corps troubleshooter. He's 
back on the station tracking rogue 
telepaths, but is there another reason 
for his presence? Is Bester trying to 
trap Babylon 5's resident telepath 
Talia Winters? Or is she just getting 
paranoid? Talia's powers are also 
prevalent in Soul Mates, a story paral¬ 
lelling Talia's meeting with an old 
'friend' with Ambassador Londo's 
decision about his wife - and more 
importantly, which of the three he will 
keep and which he will divorce. All 
great stuff, but Koenig really shows 
how restrictive his Star Trek role was 
for twenty years as he makes a superb 
piece of nastiness ooze with fascina¬ 
tion. (GR) 


THEBBTEBUMITS- 

TBEHEWSEBIESY0I4 



Rarely has a series consistently 
improved with each successive series 
as Babylon 5 has. Starting out as a 
good but rather typical opponent of 
Star Trek's Deep 
Space Nine show, 
the sub-plots and 
characters 
made it com¬ 
pelling 
watching 
by the 
end of 
it's 
first 
run. 

Now 
racing 
towards a 

fourth season (which 
in a bizarre twist of, well, bizarreness, 
we get to see in the UK before the 
US), these two episodes are from the 
first quarter of Season Two. In The 
Long Dark, a series of bizarre murders 
lead security guy Garibaldi (silly 
name, great character) to track a lone 
woman, whose husband has died in 
mysterious circumstances. However, 
her claims that there is an invisible 
monster on the loose may have some 
basis in reality. Spider in the Web has 
less to do with Babylon 5's overall 


PRICE:£W.99 
RELEASED BY:Warner 
Home Video 
RATING:irir 



Both episodes In this fourth tape deal 
with scientists prolonging life and the 
consequences of such actions. Blood 
Brothers stars pop star turned Reggie 
Kray, Martin Kemp as a ruthless busi¬ 
nessman who - when his brother 
(Thomas Cavanagh) appears to discov¬ 
er the key to eternal life and an end to 
illness - plots to hold the world to 
ransom until a highest-bldder Is 
found. After a promising start and the 
expected 'money versus morals' argu¬ 
ments, Kemp's character predictably 
starts offing anyone who stands 
before him in his 
quest for power, 
before injecting 
himself with 
the gene. 

Needless to 
say, it all 
goes hor¬ 
ribly 
wrong, 
and 
the 


gene is 


revealed to be flawed, with Kemp 
soon succumbing to Its frailties. The 
second story. The New Breed, follows 
the same pattern, with the scientist 
role filled by Richard Thomas (John- 
Boy in The Waltons), whose new broth¬ 
er-in-law has been diagnosed with a 
fatal cancer. Coincidentally, the scien¬ 
tist is a master of robotics and has cre¬ 
ated minuscule Nano-Bots which are 
injected into the bloodstream and 
repair any ailments. As in Blood 
Brothers, the Nano-Bots are injected 
without being tested and following a 
period of recovery and good health, 
the Nano-Bots start enhancing the 
subject's body - with gills, a second 
pair of eyes, and poison sacs to repel 
attack! Of the New Outer Limits tapes, 
the similarity between two pre¬ 
dictable stories does this tape no 
favours, and is the weakest of the 
series so far. (SM) 


BEB BUSIES: 
EIBSEEHCBBHJEBS 

PRICE:£70.99 
RELEASED BY:NTV 
RATING:* 



Once upon a time, whenever a new 
phenomena hit popular culture, there 
would be a slew of cheap 'n' nasty 
cash-ln books, with only the most ten¬ 
uous of links to the original cause 
celebre. Such is the case today, as the 
world goes X Files crazy - but in this 
modern age, the printed word is 
passe. Enter: the cheap sell-thru 
video, looking as if it's been put 
together In somebody's garden shed, 
made up of low-fi 
camcorder "inter¬ 
views" and 'news' 
footage bought 
in from cheap 
libraries. As 
the BBC and 
Sky audi¬ 
ences go 
wild over 
possi¬ 
ble 
alien 

abductions 
and Governmen¬ 
tal cover-ups of the sort 
which make Watergate look like a 
public information service, so the rip- 
off merchants move in and fill up the 
video shelves. I'm always wary of 
videos carrying the E certificate (le 
exempt from BBFC classification) as it 
usually just means the BBFC haven't 
got round to introducing a C (for crap) 
rating. This particular eighty minutes 
is hosted be a wanna-be anchor man 
who tries to assert his knowledge of 
the subject by wearing an Arran 
jumper and moving back and forth 
through various trite, and tacky, UFO 
memorabilia, trying to impress us with 
his knowledge of the subject at hand. 
Sadly (or maybe it's a blessing, there's 
no actual footage and only a few very 
poor, photographs to support any of 
the stories. The video tries to deal 
with topics like Gulf Breeze and 
Roswell, even managing to get an 
interview with leading abduction 
expert Bud Hopkins, but then fails to 
produce a single validating Image, 
whereas anyone who has even a pass¬ 
ing knowledge of the subject will have 
seen dozens. No, instead the produc¬ 
ers have opted for dressing midgets 
or children up In silly alien outfits sup¬ 
ported only be B (or even C) movie 
thespians and some very poor back¬ 
lighting. If this was a piss-take. It 
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many humorous television cartoons- 
come-comic- 
strip success 
stories, never 
does The 
Simpsons 
allow itself 
to 

become 
cynical. 

Hell, 
the 
cre¬ 
ators 

even have the 
good grace to put them¬ 
selves in the firing line of the jokes 
first (vis a vis Give Me Merchandising 
or Give Me Death!). As yet weVe not 
seen collected editions of either 
Bartman, Itchy and Scratchy or, best 
of all, the Radioactive Man stories 
(the latter being the best pastiche on 
the history of American four-color 
comics ever). But not to worry, we 
can be satisfied 
with what we 
have on offer 
here. These 
adventures 
are taken 
from issues 
11 to 14 
of the 
original 
series, 
com¬ 
plete 
with their 

inventive adverts and 


inhabitants, and the Predators fight 
amongst themselves, Machiko finds 
herself siding with a group of humans 
who have already escaped an alien 
planet only to find themselves In the 
midst of more. The promising premise 
of War is soon lost as too many charac¬ 
ters are introduced, and it soon 
becomes obvious that the novelty of 
Alien and Predator battles was a one- 
shot novelty which is starting to wear 
thin. The majority of the book is dedi¬ 
cated to Machiko's running battle 
with a Predator nick¬ 
named 'Shorty' and 
the accidental 
release of the 
Alien Queen or 
to Bunda. By 
the time the 
escaped 
Earth peo¬ 
ple have 
entered 
the 
fray, 
the 
book 

is entering its 
final quarter so all that 
remains is to quickly mop up the 
bad guys and restore Machiko's hon¬ 
our and freedom. Ho hum. There's no 
doubting that there is plenty of 
mileage in Titan's continuing Alien 
and Predator graphic novels, but the 
confrontations between them should 
now come to a end — after all, we only 
need to see the hybrid result of an 




couldn't have been done better. As it 
Is, if you're a skeptic, you'll be more 
skeptical and if you're a believer, 
you'll be embarrassed. This is defi¬ 
nitely a close encounter of the 
deferred kind! (GR) 


back-up strips, most of which pay 
homage to those creepy old EC 
Comics horror tales of the Fifties. 

Also, if the brilliance of this collection 
isn't enough. Titan still have available 
two earlier collections, the first offer¬ 
ing up Issues 1 to 4 under the banner 
Simpsons Comic Extravaganza, then 
Issues 6 to 9 turn up in Simpsons Comic 
Spectacular. Hmmm, when Simpsons 
Comics Strike Back comes out at 
Christmas, I wonder what issues will 
feature in that, bearing in mind that 
multiples of five seem unpopular pop¬ 
ular in the world of Simpsons graphic 
novels... (GR) 


UI[HSVSPlimjaR:\lllllR 


PRICE:£12.95 
RELEASED BYiTitan 
RATING:iririr 


Alien vs Predator: lYar catches up with 
established Aliens vs Predator heroine, 
Machiko, who is now an honoury 
member of a travelling Predator clan. 
Things aren't going to well for the 
would-be huntress, however, and 
resentment is rife within the feudal 
Predator ship, and things come to a 
head as the Predators prepare for 
their biggest hunt yet, having infect¬ 
ed the planet Bunda with Alien eggs 
from their captured Queen. The rich 
populace of Bunda, though, want no 
part in the hunt, and as the Queen 
claims the planet for her own through 
the impregnation of the wealthy 
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CRRPHIC NOVELS 

SIMPSBHSeBMIBS 

SIMPS-B-Bm 


PRICE: £6.99 
RELEASED BY:Titan 
RATINC:'k'k^'k 


The latest in Titan's collection of 
comic strips (taken from the original 
US bimonthlies printed by Bongo) 
sees Homer taking over the Duff beer 
brewery, Bart and Milhouse learning 
that comic cre¬ 
ators never get 
their due the 
Simpson get¬ 
ting trapped 
in an exper¬ 
imental 
bios¬ 
phere 
and a 
clone 
of 
Ned 

Flanders preparing 
the way for an alien invasion. 

Never let it be said that the comics 
cannot imitate their show which 
spawned them. Clever, witty, wry 
and biting they may be but unlike so 
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To celebrate the arrival of 
the latest Babylon 5 tapes. 

Beyond Vision have 
given us five copies of 
both Volumes 13 and 
14, available in glori 
ous Dolby 
Surround Sound, 
featuring the 
episodes The 
Long Dark, 

Spider in the 
Web, Race 
Through 
Dark Places 
and Soul 

Mates. The first five 
names out of the hat on 
October 7th will win the tapes. 

Simple, eh? All you need to tell us on a postcard or 
back of a sealed envelope is who Walter Koenig 
plays in Star Trek. Is it: 


A) Pavel Chekov 

B) Anton Chekhov 
or 

C) Sergei Checkoff 


Send your answer 
on a postcard to 
BABYLON 5 
competition 
at the 
PlayStation 
Plus edi¬ 
torial 
address 
(see contents 
page), to arrive 
before October 
7th 1996. 
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Send your postcard 
to OUTER LIMITS 
4 competition at 
the PlayStation 
Plus editorial 
address, to 
arrive 
before 
October 
7th 1996. 


SIMPSBHS 

BBimES 

SIMPSBBAIIIA 


A) Star Trek II: The Wrath of Khan 

B) Alien 
or 

Q The Terminator 


Send your postcard to BODYSNATCHERS 
Competition at the PlayStation Plus editorial 
address, to arrive before October 7th 1996. 


THl BBJtB UMIJS - THl HIW SEBIIS 


Volume 4 of this new serieshas been issued by 
Beyond Vision, and contains two previously 
unavailable episodes. Blood Brothers and The New 
Breed. To win one of five copies, just tell us which 
Eighties pop group Martin Kemp was a member 
of. Was it: 


A) Spandau Ballet 

B) ABC 
or 

Q Ultravox 


Send your postcard to SIMPSON GRAPHIC NOVEL 
competition at the PlayStation Plus editorial 
address, to arrive before October 7th 1996. 


Available as part of 
the Beyond Vision 
Cult Classics collec¬ 
tion, this 1978 
version of the 


movie is now 
available in 
wide screen 
and also 
features 
the origi¬ 
nal promo¬ 
tional trailer for the 
first time. We have five 
copies to give away and all you 
have to tell us is which fantasy film Veronica 
Cartwright featured in. Was it: 


Titan's new 
Simpsons collec¬ 
tion is out now 
and we have 
five copies to 
give away. All 
you need to 
do is tell us 
is whose 
television 
show The 
Simp¬ 
sons 
was 
first 
seen. 

Was 
it: 


A) Roseanne Barr's show 

B) Cybill Shepherd's show 
or 

Q Tracey Ullman's show 
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RESIDENT EVIL FADE TO BLACK INT’L TRACK R RACER REV GUNSHIP 2000 


39.99 


35.99 


33.99 


34.99 


PLAYSTATIONS NOW 
FROM ONLY tl84.99 



CREDIT TERMS AVAILABLE - SUBJECT TO STATUS 


WE ONLY SELL GENUINE UK PRODUCTS WITH UK GUARANTEES 

PlayStation + one controller and 

playable demo CD featuring five top titles . 184.99 

PlayStation + Ridge Racer . 199.99 

PlayStation + Extreme Sports . 199.99 

PlayStation “Fire” + 2 joypads & memory card 204.99 

(includes extra Logic 3 )oypad & memory card to save positions & high scores) 

PlayStation + Alien T rilogy . 214.99 

ALL PLAYSTATIONS INCLUDE ONE CONTROLLER, PLAYABLE DEMO CD 
AND RF LEAD FOR CONNECTION TO NORMAL TELEVISIONS OPTIONAL 
SCART LEAD AVAILABLE FOR ENHANCED PICTURE AND SOUND 

PRICES INCLUDE DELIVERY 


, ATARI LYNX HAND-HELD 
It CONSOLE AND BATMAN 


^ ^ RETURNS GAME ...£29.99 


32.99 

SAVE £12 SAV 

PlayStation 
Game CD’s 

• = NEW ITEM 
(ANL) = WILL WORK WITH 
ANALOGUE CONTROLLERS 

A-TRAIN .38.99 

ACTUA GOLF .36,99 

ACTUA SOCCER .34,99 

ADIDAS POWER SOCCER 36.99 

AGILE WARRIOR .33.49 

AIR COMBAT (ANL) .36.99 

ALIEN TRILOGY.33.99 

ALONE IN THE DARK 2 ...31.99 

ANDRETTI RACING • .36.99 

AQUANAUTS HOLIDAY ...37.99 

ARCADE GOLF .37.99 

AREA 51 • .32.99 

ASSAULT RIGS .36.99 

BATMAN FOREVER • .35.99 

BEDLAM* .35.99 

BLAM! MACHINEHEAD ...36.99 

BUBBLE BOBBLE 2 • .36.99 

BUST A MOVE 2 24.99 

CHEESY .33.99 

CHRONICLES OF SWORD 36.99 

CRIME WAVE* .33.99 

CRITICOM .36.99 

D .36.99 

DARK STALKERS .35.99 

DEADLY SKIES .36.99 

DESTRUCT. DERBY (ANL) 36.99 

DIE HARD TRILOGY .34.99 

DISCWORLD .35.99 

DOOM .32.99 

DRAGONHEART; 

FIRE & STEEL* .34.99 

DUKENUKEM* .29.99 

DUNGEON KEEPER .36.99 

EARTHWORM JIM 2 • .36.99 


TEKKEN WIPE OUT SPACE HULK 

24.99 26.99 34.99 

SAVE £25 SAVE £18 SAVE £10 


FREE 

When you buy 
any item at the 
same as joining 
or renewing for 
a year. Other 
offers available 
GUYVER 1 VHS 
MANGA VIDEO 



EXHUMED .29,99 

EXTREME SPORTS .28.99 

FADE TO BLACK .35.99 

FIFA SOCCER 96 25.99 

FINAL DOOM * .32.99 

FIROANDKLAWD .31.49 

FORMULA 1 (ANL) .35,99 

GEX .38,99 

GUNSHIP 2000 .32.99 

HEXEN .34.99 

HI OCTANE .24.99 

HYPER MATCH TENNIS * 36.99 

ICE AND FIRE .32.99 

IMPACT RACING .35.99 

INTERNATIONAL SUPERSTAR 

SOCCER DELUXE .36.49 

INT'L TRACK AND FIELD 33.99 
JOHN MADDEN NFL 97 * 35.99 

JOHNNY BAZOOKATONE 33.99 

JUMPING FLASH .35.99 

JUPITER STRIKE .24.99 

KILEAK THE BLOOD .27.99 

KILLING ZONE * .35.99 

KONAMI LINKS (GOLF) ,..36.49 

LOADED .35.99 

LONE SOLDIER .34.99 

MAGIC CARPET.34,99 

MEGAMAN X3* .36.99 

MICKEY'S WILD ADV .35.99 

MICRO MACHINES 3 .36.99 

MORTAL KOMBAT 3 .39,99 

MORTAL 

KOMBAT TRILOGY * .34.99 

MYST .37.99 

NAMCO MUSEUM VOL.1 36.99 

NBA 96 .36.99 

NBA HANGTIME* .33.99 

NBA IN THE ZONE .35.49 

NBA JAM EXTREME * .34.99 

NEED FOR SPEED (ANL) 35.99 
NFL GAME DAY .38.99 


NFL QUARTERBACK .33.99 

NHL FACE OFF .37.99 

OFFENSIVE .32.99 

OLYMPIC GAMES .34.99 

OLYMPIC SOCCER .34.99 

ONSIDE .35.99 

PETE SAMPRAS TENNIS 34.99 

PGA TOUR GOLF 96 .34.99 

PGA TOUR GOLF 97 • ...35.99 

PHILOSOMA .37.49 

PINBALL GRAFFITI * .36.99 

PLAYER MANAGER 2 • ...36.99 

PO’ED .34.99 

POWER PLAY 

HOCKEY 96 * .36.99 

PRO-PINBALL* .32.99 

PROJECT OVERKILL .36,49 

PROJECT X2 * 33.99 

PSYCHIC DETECTIVE ...36.99 

RAGING SKIES .38.99 

RAW PURSUIT .36.99 

RAYMAN .37.99 

RESIDENT EVIL .39.99 

RETURN FIRE .35.49 

RIDGE RACER (ANL) .38.99 

RIDGE RACER REV (ANL) 34.99 

RISE 2 .36.99 

ROAD RASH .36.99 

SHELLSHOCK .40.99 

SIM CITY 2000 * .37.99 

SKELETON WARRIORS ...36.99 

SLAM N JAM 96* 31.49 

SPACE HULK - V.O.T.B.A 34.99 

SPACE JAM *.35.99 

SPEED FREAK *.33.99 

STARBLADE ALPHA .34.99 

STARFIGHTER 3000 .36.99 

STREETFIGHTER ALPHA 33.99 

STRIKER 96 .32.99 

SWAGMAN .40,99 

SYNDICATE WARS .34.99 





PLAYSTATION 

CONTROLLERS 

ASCII CONTROLLER .. .21.99 




LOGIC 3 ARCADE 

JOYSTICK .39.99 

8 FIRE BUTTONS, 4 SPEED 
AUTOFIRE, 3 SPEED SLOW 
MOTION AND 9 LED 
INDICATORS 



SONY MOUSE .29.99 

COMPLETE WITH DESIGNER 
MOUSE MAT 


HIGH CAPACITY MEMORY CARD .29.99 

120 SLOT. 8 TIMES MORE CAPACITY THAN 
STANDARD MEMORY CARDS. TURBO 
FORMAT BUTTON. STATUS LED 


FIRE INFRA-RED JOYPAD SYSTEM .29.99 

INCLUDES 2 JOYPADS 
AND A RECEIVER 
BOX. TURBOFIRE 
AND THUMB 
CONTROLLER. 

REQUIRES 4 X AAA BATTERIES (NOT INCLUDED) 
GAMESTER STEERING 

WHEEL AND FOOT PEDALS .79.99 

TRUE ANALOGUE STEERING. ACCELERATOR 
AND BRAKE. 

EIGHT DIGITAL 
BUTTONS AND 
ANALOGUE FOOT I 
PEDALS. LOOK 
FOR GAMES 
MARKED (ANL) 


LOGIC 3 (CONTROL 
STATION) JOYPAD ...12.49 
8 BUTTON CONTROLLER 
WITH EXTRA LONG CABLE 



CONTROLLER 
8 BUTTONS. AUTOFIRE, 
J TURBOFIRE & SLO-MO 





PS PROPAD ...21.99 
PROGRAMMABLE 
CONTROLLER WITH 
AUTOFIRE & 
SLO-MO 



I SONY CONTROLLER 


VRF1 ARCADE STEERING WHEEL .45.99 

GIVES TRUE ANALOGUE PROGRESSIONAL 
STEERING. LOOK FOR GAMES MARKED (ANL) 

PLAYSTATION 
PERIPHERALS 

17.99 dust cover FOR PLAYSTATION .7.99 

EXTERNAL DISK DRIVE .59.99 

3.5” DISK DRIVE PLUGS DIRECTLY INTO 
PLAYSTATION MEMORY SLOT & USES 
STANDARD 2DD FLOPPY DISKS TO STORE SAVE 
GAMES. UP TO 15 GAMES SAVES PER DISK. 
WITH DISK CONTAINING OVER 100 CHEATS 

FIRE MEMORY CARD .17.99 

' ALLOWS YOU TO LOAD & SAVE GAME DATA. 
PLUGS INTO MEMORY CARD SLOT 


LINK CABLE FOR PLAYSTATION .11.99 

ALLOWS TWO PLAYERS, EACH WITH 
THEIR PLAYSTATION AND TV, TO PLAY 
WITH OR AGAINST EACH OTHER. 

CONNECTS VIA REAR SERIAL PORT 
SCART LEAD - PLAYSTATION 

COMPOSITE TO SCART TV .9.99 

SCART LEAD - PLAYSTATION 

RGB TO SCART TV .12.99 

HIGH QUALITY CONNECTION VIA RGB OUTPUT 


SONY MEMORY CARD .: 

ALLOWS YOU TO LOAD AND SAVE 
GAME DATA. PLUGS INTO MEMORY 
CARD SLOT ON PLAYSTATION 

SONY MULTI-TAP .; 

PLUGS IN VIA CONTROLLER PORT 
ALLOWING FROM 1 TO 4 CONTROLLERS 
TO BE CONNECTED 



TEKKEN .24.99 

TENNIS (OCEAN) * .33.99 

THEME PARK .34.99 

THUNDERHAWK2 .37.99 

TILT .34.99 

TOP GUN .34.99 

TOSHINDEN 2 37.99 

TOTAL NBA .34.99 

TRANSPORT TYCOON DE 32,99 

TRUE PINBALL .33.99 

TUNNEL B1 .34.99 

V-TENNIS * 35.99 

VICTORY BOXING .36.99 

VIEWPOINT .35.99 

VIPER .34.99 

VIRTUAL GOLF .33.99 

VIRTUAL OPEN TENNIS ...36.99 

WARGODS* .34,99 

WING COMMANDER 3 ...38.99 

WIPE OUT (ANL) .26.99 

WIPEOUT 2097 * 37.99 

WORMS .29.99 

X-FILES.34.99 

X-MEN CHILDREN 

OF THE ATOM .34.99 

ZERO DIVIDE .34.99 

r” HicHCAPAciTY "1 
I MEMORY CARD 29.99 | 

120 SLOT. PLUGS INTO ■ 
I MEMORY CARD SLOT ON I 
I PLAYSTATION. I 
I ENABLING YOU TO SAVE 


9.30am to 8pm Mon-Sot 
tOam to 5pm Sun & Bank Hols 

01279 600204 

Or fax 01279 726842 (we ti fax back) 
HEAVY discounts HUGE range 
Credit terms subfect to status 
Reguiar Colour Club Magaxine 
Extra XS Coupon discounts 


SATURN f ONE CONTROLLER ...£179.99 
SATURN f VIRTUA FIGHTER 2 ...£199.99 
SATURN 4* VF2 & PANZER ...£214.99 
GOLDSTAR 3DO f FIFA SOCCER ...£99.99 
GOLDSTAR 14” COLOUR TV JUST ...£124.99 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 

niAL MEMBEItSHIP ONLY £1 a magazine) 

ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD) 

Buy one item as you join for a year and we’ll give you a choice of great FREE gifts. 
Over 250,000 people have joined, and Special Reserve has 80 dedicated staff. 
Members are under no obligation to buy anything. Our regular club magazine 
contains a staggering selection of products, many at below trade price. 
Hundreds of pages of information on our internet site at www.reserve.co.uk. 

Amazing club shops at Chelmsford, Essex and Sawbridgeworth, Herts. 

PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail). 
No Quibble return policy £4 min or 2.5% - see the club magazine for details. 

Overseas orders must be paid by credit card 
Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS please) 

Name & Address_ 


PLAYSTATION PLUS 


Enter membership number (if applicable) or 
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esident Evil is one of the 
hottest games to hit the 
PlayStation to date^ and 
will finally be on sale as you 
read this. This walk-through 
will help guide you around the 
deadly mansion when playing 
as Chris, although many of the 
hints are also applicable to Jill. 
There^s also a rundown on how 
to make the biggest mess out 
of the bad guys and the rele¬ 
vant map-related numbers 
alongside the room descrip¬ 
tions will help you find them 
on the map. So, lace up your 
Doc Marten's and take a deep 
breath - Resident Evil awaits. 
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The ground floor of the mansion^ 


- DON'T BE FOOLED BY THE QUIET 
OPENING SCENE, TERRIBLE DANCER 
LURKS AHEAD. 


STEP THIS WRY 


2nd FLOOR MANSION ! 
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If you're too busy hiding 
behind the sofa to play the 
game, here's a walk-through 
guide to the mysteries within 
the mansion. 

FIRST ENCOUNTER 

Go into Room 3, turn left into 
the hallway to see the zombie. 

Run back out to 1 and pick 
up Jill's Berreta. 

Return to 3 and shoot the 
first zombie. Grab the clips 
from the dead body he was 
munching upon. 

Go back to 1. 

Go to Room 4 and move the 
stairs by the statue so you can 
get the 1st floor map. 

THE TERRRCE 

Return to 1. Go upstairs and 
turn right at the first tier. Now 
go into Room 5 and get the 
small key. Walk through to 
find the decaying forest on 
the terrace, and take the clip. 
Quickly leave to avoid being 
attacked by the crows. 

Go back out to Room 6, kill 
the two zombies and push the 
statue over the edge. 


Get the blue jewel from the 
statue rubble in Room 2. 

Head back up to Room 7. 

After taking out these three 
zombies walk down the stairs 
to Room 8. 

Zombies are easily avoided 
by running quickly past them, 
so conserve your ammo, go to 
Room 9 behind the stairs and 
meet Rebecca. 

Get the mansion key from the 
bed, store the small key and 
take the clips from the box. 


DECISIONS 

At this point the game can turn 
one of two ways: Say yes to 
Rebecca coming with you and 
at certain points of play she can 
be selected. Say no, and you'll 
end up saving her later in the 
game. The choice is yours! 
Continue to the end of the hall 
and through to Room 10. 

Turn left and run to the end 
of the hall. Make sure you have 
at least thirty rounds of ammo 
and blast away at the horde. 



As Chris, 


I YOU MUST CONSERVE ^ 
AMMO BY KNIFING ENEMIES. 


























FLOORED ZOMBIES 

These zombies crawl along the 
floor. The quickest way to kill 
them is to let them start eat¬ 
ing your feet and then stamp 
on their heads - killing them 
instantly. You can shoot them 
in the back, but this wastes 
valuable ammo. 

CERBEROS 

The best way to dispatch of 
these deadly guard dogs Is to 
get your shot in nice and 
early. If you let them get too 
close it becomes impossible to 
get an accurate hit. Once you 
do. though, keep pumping 
them full of lead as they lie on 
the floor. It will take about six 
to eight hits to finish them off 








Killing the creatures littered 
throughout the mansion 
requires more than just a 
happy trigger finger. Here's a 
brief guide of how best to dis¬ 
patch them... 

WHITE ZOMBIE 

These enemies crop up 
throughout the mansion. They 
usually take around six 
Beretta shots to dispatch, 
however some may take 
another shot. A shotgun, how¬ 
ever will sort them out a lot 
quicker. The trick Is to shoot 
them in the back when they're 
on the floor. 

□RRK ZOMBIE 

These are exterminated in the 
same way as the white zom¬ 
bies, using the shotgun. The 
trick is to let them get close - 
aim high at their heads and 
decapitate them in a single 
shot. Alternatively, dishing 
out a good knee-capping will 
reap the same reward. 


Once this is done, insert both 
the wind and star crests at the 
end of the passage. 


THE GREEN HOUSE 

You now should get the chemi¬ 
cals from Room 20 and proceed 
back to Room 10. At the very 
end of the L-shaped hallway is 
the greenhouse - 22. 

Use the chemicals in the 
pump to kill off the plant. Go to 
the area behind the plant to get 
the armour key. Use a herb if 
needed. Remember this room if 
energy supplies run low. 

Leave the greenhouse and go 
through to 23. 

Take the broken shotgun, 
clip and use the small key to 
unlock the desk to get the 
shells. An inventory adjustment 
in Room 20 may 
be needed. 

Enter the 
room marked 
24, replace the 
shotgun with the 
broken shotgun 
and you're now 
a killing 
machine! 

Proceed back 
to 1 and enter 
door 25. There's 
a clip on the 
table and a zom¬ 
bie inside just 
around the cor¬ 
ner. Get the 
shells using the 
small key. 

Proceed to 26. The 
zombie inside is 
slow so avoid him 
if you can and 
take the ink 
ribbon and 
herb if they 
are required. 


Next go to Room 11 and put 
the blue jewel into the tigeKs 
eye to get the wind crest. 

Go across to 12 to get a clip, 
examine the desk and kill the 
zombie. Get the Keeper's diary 
and shells. 

MRKINC MUSIC 

Save the game with the ink rib¬ 
bon in Room 1 and take it back 
to Room 9 to put away. 

Go through the door at the 
end of the hall and proceed to 
Room 13 - the piano room. 

Move around the piano and 
push the case away from the 
bookshelf. Take the music 
' notes and use them at the 

piano. Rebecca then shows up 
to practice. Head to Room 2. 

Take the emblem from above 
fireplace in the dining room and 
return to Room 13 where a 
secret door should have 
opened. You should keep at 
least one inventory slot. 

Go into the secret room and 
take the gold emblem. Replace 
it with the emblem. 

Go back to 2 and place the 
gold emblem above fireplace. 


Go and take the shield key 
from behind the clock. 


WHRT R DOC! 

Head back to Room 1 and onto 
4. Go to Room 14 and unlock 
the door. The mansion key 
should now be discarded. 

Walk along the corridor until 
the first dog jumps through the 
window. Shoot it once, walk 
closer and keep shooting it. 
Now walk forward and do the 
same to the other dog. 

Kill them, move the chest in 
the hallway and get the clip. 

Room 15 after the dogs is a 
winding hall which has a green 
herb in the corner. Proceed 
down the hallway and go into 
Room 16. 


BLOOD BRTH 

Drain the bath tub and 
you will be able to take 
the small key and leave. 

Move to the end of 
15, go into 17 and get 
ready for two weak zombies. 

Enter Room 18 - this is the 
crow gallery. 

Inspect the pictures and hit 
the switches under them in 
ascending order of age - new¬ 
born, infant, lively boy, young 
man, tired middle-aged man, 
bald old man and then the 
end picture. Take the star 
crest and leave. 

Go Into Room 19 and get 
ready for a zombie. Take a 
green herb and go Into 
Room 20 - a storeroom. 

Get the other crest and 
then Save. 

Head out to 17. The 
room marked 21 leads 
to an outside pas¬ 
sage - get ready for 
a dog. 
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WHERE THERE’S 
R WILL, THERE’S 
R WRY... 

Make your way upstairs 
and go to Room 27. Get 
ready for two zombies 
in the U-shaped hall. 

Go into 28 and care¬ 
fully move the stat¬ 
ues over the circle 
v grates on the floor. 
Hit the switch to open the 
. Take out the 

crest. 

Go to the end of 27 and 
into Room 29 to get the 
botany book. Now go to 
30, killing the three 
zombies. 

Go through door 30 
and have a shotgun 
ready for a zombie! 

Go to 31 and exam¬ 
ine the insect display 
then hit the switch to 
drain the aquarium. 
Now push the aquar¬ 
ium to the right and 
then move the cabi¬ 
net towards it. 
Get the shells 



and take the researcher's will 
on the desk. 

Go to Room 32 and take the 
lighter found here. Take the 
shells and the red herb. Leave. 

Move to the end of the hall 
and into Room 33. Use the 
lighter on the fireplace to 
reveal a 2nd floor map. Leave 
and go downstairs 34 and back 
to 20. 

GET n LIFE! 

Load up on shells and make 
sure your life is replenished. 

Make you way back upstairs 
to 27 and into 35 - make sure 
you have the lighter. 

Move down the corridor, 
examine Richard and get a clip. 
Now go through the next door 
and get ready for a zombie! 

Unlock the door to 37. The 
shield key should now be dis¬ 
carded. Do not enter this room. 
Instead go back downstairs and 
along to Room 36. 

In this room use the lighter 
on the candles to reveal secret 
room behind the case. Now 
move the case and get the 


shells from inside the small 
room. A clip Is also found in the 
main room. 

Now proceed back to 37 and 
enter. By exploring Inside it you 
will encounter a snake. Blast ^ 

away and it retreats. Examine 
the hole where it came from to ; 

get the final moon crest. Shells i 

are also in the attic. J 

I 

REBECCR GETS IN | 

ON THE RCTION | 

Now It's time to get poisoned! \ 

If you said yes to Rebecca fol- ! 

lowing you then you'll take i 

control of her now and will have 
to return to the storeroom to 
get the serum to cure Chris. ; 

However, if you said no she'll j 

appear anyway and you'll wake 
up in Room 9. 

Get the crests^ move to 21 
and place them in the remain¬ 
ing holes. You should store 
everything except guns and 
ammo now. 1 

Go through the now open ! 

door to Room 38 and push the 
stairs up to the shelf. Climb up 
and get a square crank. There's a 


































\Mhen killed, the giant spiders 



small key on one of the barrels. 

Move through to Room 39 
and be ready for three dogs! 
Take the garden map on the 
wall next to the useless eleva¬ 
tor. Go to 40. 

Move around the pool and 
use the crank on the square 
hole. The water begins to drain 
away and this reveals a pas¬ 
sage. Get across to this passage 
and run like crazy for the eleva¬ 
tor or the snakes will catch up 
with you and so poison you. 



Don't BOTHER trying to bag\ 


SHARKS WHILE THEY'RE SWIMMING 
AROUND - EMPTY THE WATER FROM 
THE UNDERGROUND LABS FIRST. 


IN THE DOC HOUSE 
ncniN 

Head down the elevator to 41 
and prepare for more dogs. 
Move through the gates into 42 
looking out for three more 
dogs. Proceed to the guard 
house “43. 

Push the statue down the hall 
to cover the hole over. Room 44 
is a Save room. Go in and store 
the square crank. 

Go into 45 and destroy the 
two zombies. Go to 46, drain 
the tub and take the control 
room key. Explore the bedroom 
to get the red book, small key 
and shells. 

Store the red book and go to 
the door where you moved the 
statue. Move down the hallway 
and enter 47. 

Move down the passage to 
the left by the wasps' nest and 
grab dormitory key 002. Quick¬ 
ly run and leave the room and 
continue down the hall to Room 
002 - 48 on the map. Use the 
key and discard it. There are 
some herbs hidden behind the 
statue “ stock up if you need to 

Inside 49 will be a zombie 
and a clip. Head back into 48 
and get the dorm map and the 
plant 42 report. 

Push the cabinets to reveal a 
ladder. Go down It to Room 50. 

FISH HND CLIPS 

Push the three boxes into the 
water to create a walkway. The 
first box will have to be pushed 
backwards to get it away from 
the wall. Go through the dou¬ 
ble-doors to Room 51. 

Run like crazy and look out 
for the big fish! Go in the direc¬ 



tion of our map arrows to the 
other side of the room and into 
Room 52. Discard the control 
room key. Flip the lever to drain 
the rooms. Hit the button next 
to the door to open a weapon 
storeroom in the adjoining 
Room 53 and go in. 

Take the dormitory key 003, 
two clips and shells, but be sure 
to save one slot for a small key 
that's found in Room 54 direct¬ 
ly across from you. Get the 
small key. 

Load up with all you can carry 
and head back up the ladder. 


CIRNT SPIDER 

Large amounts of lead 
pumped into the head is the 
only real way to be rid of 
these over-sized arachnids. 
Try not to let them get close 
(a task in itself), and hit them 
at long-range with the shot¬ 
gun about ten times. When 
the body explodes get your 
Doc Marten's to work on the 
scuttling babies that it quick¬ 
ly spawns. 


with the Beretta, two or 
three with the shotgun. The 
shotgun, and anything as 
powerful, can inflict multiple 
hits if there are dogs close to 
each other, and it is just pos¬ 
sible to wing three dogs with 
one shot. 

CROWS 

Take one or two hits with any 
weapon and the easiest items 
to use against them are your 
combat knife and the Beretta. 
Wait until they get close and 
slash them with your knife or 
let rip with the pistol. 


OPEN THEIR GUTS, UNLEASH- 
OF TINY KILLER BUGS. 




RRRCHNOPHOBIC 

Move back to 48 and enter 
Room 55. Make sure you have 
plenty of shotgun shells to take 
on the two giant spiders. You 
will most likely be poisoned so 
there Is a blue herb back in 
Room 43 to counter this. Get 
the ribbon and the clip, and 
take a look at the 
pool table. 

Get the red book from 
44 and stock up on ammo 
for a big fight! 

Navigate back to the 
room with the 
wasps' hive and 
enter room 56. 

Discard 
the key. 

Enter the 
adjoining 
Room 57 and kill 
the zombie. Get the 
clip from the floor and 
head back into the 
room. Get the ink ribbon 
from the desk using the 
small key and Save. Go to 
the bookcase and replace 
the V-jolt report with the 
red book. 


YRWN 

You won't face these giant 
snakes until you've picked up 
the shotgun. Their attacks 
cause Immense damage. They 
take about eight hits to fell, 
but because they are con¬ 
stantly weaving and 
ducking, you will have 
to be a pretty good shot 
not to waste a few rounds of 
your valuable ammo. 




£3.49 for three evenings 



































HUNTING 

SERSON 

Go into Room 19 but keep an 
eye out for the hunter. Read 
the note behind the stairwell 
and enter Room 20. Store the 
Magnum rounds. 

Proceed back to Room 17 and 
go through to 15. At the end of 
the hallway you'll encounter 
another hunter. Take care of 
him and continue to the end of 
the hallway and through to 
Room 14. 

The next hallway is the lair of 
two spiders which can be avoid¬ 
ed by running straight through. 
Make your way to Room 1 and 
go upstairs. 

Equip the Beretta and enter 
Room 6. A hunter will need 
killing. If you follow him round, 
shooting as you go, eight hits 
later he'll be toast and you'll be 
unscathed. Now run in the 
direction the hunter came from 
and you should avoid the other 
one coming round the opposite 
side. Go into Room 7. 

There's a hunter right by the 
door. If you have enough ener¬ 
gy take him out, if not, run 
around the corner and try to 
make it to Room 61 before the 
second hunter gets a hit. Pick 
up the orders and the shells 
from the table, but leave the 
Magnum rounds if you don't 
have room. Hit the switch next 
to the door and look at the 
head above the fireplace. Push 
the stair in front and climb to 
get the red jewel. Leave. 




RUN RWRY 

If you didn't kill the hunter out¬ 
side Room 7, you'll need to get 
out fast so as not to sustain any 
hits. As you go through the 
door hold the following but¬ 
tons down: Up-Right and Run. 
You'll run out of the room and 
curve round to stand exactly at 
the top of the stairs. As soon as 
you are close enough, hit the 
Action Button and you'll go 
down the stairs without taking 
any hits. 

Room 8 sees Rebecca being 
attacked by a hunter - but if 
you said yes to her following 
you she won't be there. Taking 
the hunter out Isn't too diffi¬ 
cult as you should have a fresh 
supply of shotgun shots. Once 
it's dead you'll give her some 
orders. Go to Room 9 and use 
the ink ribbon. 

Go to Room 10. A tough 
hunter is directly in front of you 
and there's another down the 
hail which leads to Room 11. Go 
into Room 11 and use the red 
Jewel at the tiger room to get 
the Colt Python. The Colt now 
gives you the power to kill the 
hunters in two or three shots! 

If you need life go to Room 
22 and use some of the herbs. 

SNRKES RLIVE 

Now you have a long trek back 
to the storeroom - 20. Equip 
the Colt and head upstairs to 
Room 62. You should see a 
hunter in the hallway facing 
av/ay from you. Walk close and 


KILLER 

COCKTRIL 

The other cabinet will move to 
reveal a door. Go into Room 58 
and be prepared to meet Plant 
421 Again, If you said yes to 
Rebecca she'll now become 
controllable. Go Into the room 
marked CHEM on the map and 
mix the V-Jolt fluid. Here's the 
recipe: 1+2=3, 3+4=7, 2+4=6, 
6+7=13, 1+2=3, 3+13 = V-Jolt. 
Take the mixture back to Room 
54 and use it on the roots. The 
plant will now die and Chris'll 
finish him off. 

NOTE: If you said no, here's 
how to kill it with Chris. Always 
keep to the side and keep mov¬ 
ing to avoid the falling acid. A 
trail of small white blobs will 
show you where the bigger 
patch will drop. It's only the 
bigger pools of acid that can 
harm you. You'll probably only 
get one or two shots off before 
you'll have to move again. The 
plant will retract once and 
come back alive. So don't be 
fooled Into thinking It's dead. 
It'll finally die when ail it's arms 
have fallen off. 

Now get hold of the key from 
the fireplace. 

Move out to 59 and you'll 
encounter Wesker. Load up on 
any stored ammo and head 
back to the mansion. 

After Wesker finishes speak¬ 
ing go back to the mansion via 
21 and you'll be Introduced to 
the hunters in Room 17. Get rid 
of the first one and enter Room 
60 using the helmet key. 

Go to the desk and turn 
on the light. Get the 
Magnum rounds from 
the desk but leave the 
doom book for later if 
you don't have the 
space. 
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Room 69 and contains two 
boxes of shells and a battery. 
Leave the battery if you don't 
have the space, but you're 
going to have to come back for 
it sooner or later. 


NEPTUNE 

Before you even attempt to 
tackle them you must drain 
their water supply. Having 
done this their flapping bod¬ 
ies will be sitting ducks, and 
they only take one Beretta hit 
each to kill. 





Fed up with zombies 


CHOMPING ON YOUR NECK? 

Nuke 'em with theawe-- 
SOME bazooka! 


let rip with two quick shots 
and. He's history. 

Proceed to the end of Room 
62 and into Room 33 which con¬ 
tains two zombies. If you have 
two shotgun rounds, use them 
to blow their heads off. Other¬ 
wise save your ammo and go to 
the door that leads to Room 63. 
Unlock it and the helmet key 
will become useless. 

The snake room is activated 
by touching the piano in the 
corner. It will take numerous 
rounds to kill the snake, so have 
plenty of health and ammo to 
hand. He'll undoubtedly hit 


you, so keep an F-aid spray or 
red-green mixed herbs and any 
other healing properties you 
can carry. Aim for his head and 
swivel round as he moves to 
keep hitting him. Use the Colt 
until It runs out. Once taken 
care of make sure you have the 
shotgun before you drop down 
into the hole. 


CRRVE ORNCER 

You emerge in the small Room 
64. Move to the gravestone and 
hit the switch to reveal a ladder 
down. Go down it and Into 
Room 65. 

The Colt will see off the zom¬ 
bies in one hit so take out the 
one here and the second one 
who guards the shells. Grab the 
shells and head for 66. 

As you arrive, you can hear 
the noise of flesh being eaten. 
Walk round the corner and 
move toward the zombies, 
but don't attack until they 
stand. Leave the herbs 
unless you are desper¬ 
ate and move down 
into kitchen - Room 
'67. 

In the kitchen 
there's a small key 
on the counter and a 
dying zombie near 
lift. The Colt will 
take one hit to 
kill him so put him 
out of his misery and 
into the lift. 

When you get to 
68 you will find 
another a zombie. If 
you are low on 
ammo kill him off 
and walk to the door 
directly behind 
him. This is 


IN THE SHRDOWS 

Leave 69 and quickly run back 
toward the lift where there's a 
zombie lurking by the entrance 
to 70. There's also a green herb 
In a small crevice if you're 
short. Go into 70 and be ready 
for a zombie. 

Once you've taken care of 
him there's a desk in the right- 
hand corner. Use the small key 
and get the Magnum rounds. 
Behind the first bookcase is a 
zombie who's standing over a 
scrapbook. File it and move 
through the door to 71. 

Continue straight from the 
door and you'll run you into a 
statue. Push it just enough to 
get around it and then push It 
towards the red switch. Stop to 
hit the switch and it will light a 
small area in the corner that the 
statue must be pushed over. Go 
into the small office and take 
the MO disk from the table. 

R ROOM WITH 
R VIEW 

Move back to Room 70 and 
push the bookcase level with 
the room marked 72 on the map 
to reveal a doorway. The secret 
observatory holds an ink ribbon 
and a clip if you have the space. 
Look out of the window and if 
you don't already have it, go 
and get the battery. 

If you need health and have 
some ammo to spare head for 
Room 73. There's a zombie 
right next to the door coming in 
and another when you enter 
the room. 

There are both green and 
blue herbs to collect in here. 
There are also two zombies 
feeding down at the end of the 
passage and a door that cannot 
be unlocked. 

Move back to the lift and 
return to Room 67. Move to the 


PLRNT 42 

If you're playing with Jill, a 
drop of poison will sort out 
Plant 42. Chris, however, has 
to go In with all guns blazing. 
The best approach is to run 
around the edge of the room 
taking potshots while avoid¬ 
ing the big blobs of acid that 
fall from the ceiling! The best 
way to avoid them is to keep 
an eye on the smaller drips 
which indicate the acid's land¬ 
ing position. 



HUNTERS 

These crop up more and more 
as the game progresses. 
Slightly smaller than usual 
zombies, their incredible 
speed makes accuracy diffi¬ 
cult. The Beretta takes about 
nine hits to finish them off, 
the shotgun takes about six 
and the Colt uses just three. 
So, if you can rattle off the 
Colt shots quickly you'll bare¬ 
ly take a hit. 



CHIMERRS 

The Chimera appear in the 
final few rooms of the game. 
Keep an eye on the shadows 
to give you a clue to their 
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door leading to Room 74 and 
you'll be presented with a cut- 
scene and a fresh zombie, 
ready to kill. Move down the 
stairs to Room 75. 

HI HONEY, I’M 
HOME! 

Move around the lift and 
unlock the double doors. You'll 
enter a familiar hallway (Room 
3) and are greeted by 
two hunters. Even 
[though you can't see 
them at first, it's 
wise to fire a 
few rounds 
down the hall- 
■ way as they'll 
/ soon come into 
view. Take them 
on if you dare or 
^ get out quick! 
Proceed back to 
the storeroom in 
Room 9. 

In 9, glance 
^overyour inven- 
| tory and check you 
[ have Doom book 
one, the square 
|| crank, battery and 
any guns with 
bullets. Now 
f head back to 
Room 21 - the 
outer passage. 



In 21, there's a hunter block¬ 
ing your path, however, with a 
little stealth he can easily be 
avoided. 

Move through 39, 40 and 
across the water path.Pass the 
snakes and go down the lift to 
the lower courtyard. Use the 
battery on the other lift and go 
up. Move back to the large pool 
and use the square crank on the 
panel. It may also be a good 
idea to go back and store the 
crank be-cause you'll no longer 
need it. 

Once outside run to your left 
and to the now functional lift. 
Go back down to the lower 
courtyard and descend the lad¬ 
der that was behind the water¬ 
fall. Any loaded guns should be 
close to hand. An ink ribbon 
here may come in handy. 

FLRME-CRILLED 

There is a typewriter round the 
corner in 76 so you can Save if 
you need to. Otherwise go into 
77 - next to the ladder. 

In here there's a flamethrow¬ 
er on the wall, but It only has 
limited fuel, so use it sparingly. 
Move Into Room 78. 

In the small section at the 
top of the room, is an F-Aid 
spray and some shells. Get 
these and head for 79. 

Walk round the corner to 
find Enrico. He'll inform you of 
a double-crosser! But he does 
not get time to say who. En¬ 
rico has a clip but leave it If it 
fills up your last slot. 

Move back to 78 and you'll 
encounter two hunters. Grab 
the crank that lies on the floor 
ahead and go back out to 77 for 
two more hunters. 

Replace the flamethrower to 
open the door and exit. Walk 
back to the typewriter. 


RND 

Use the crank on the panel and 
you can walk through the door. 
Make sure you have one open 
Inventory slot. 

Get the flamethrower from 
Room 80 and run down to trig¬ 
ger a rock. Quickly run back and 
nip in by the entrance to avoid 
It. Walk back along to where the 
rock rolled from and a hunter 
will appear. Take the Magnum 
rounds if you need them and 
head through to Room 81. 

Giant Spider! Keep running 
around It, and shoot only after 
it has spat acid at you. Three or 
four rounds using the Colt 
should finish it off. Leave and 
re-enter to get rid of all the 
smaller spiders. 

To go through the door use 
the flamethrower If you have 
fuel left or the combat knife 
which is on the barrel by the 
web covering the exit. Go Into 
82 and then run Into 83 avoiding 
the snakes. 

TRKE n BRERTHER 

In this Save room there Is a blue 
herb, F-Aid spray, and an ink 
ribbon. If you're poisoned, use 
the blue herb or if you're just 
short of life, use the F-Aid 
spray. Save and take the crank 
and flamethrower with you. 

Run to 82 and replace the 
flamethrower to open the door. 

In Room 84 move to the right 
and down the passage. Use the 
crank three times on the panel 
to move the hole to the left. 

Run down and trigger a boulder 
then duck into the passage you 
just opened again to avoid it. 
Take the map and the MO disk 
from where the boulder was. 

Now go into Room 85 and 
move the statue along the wall 
so it's level with the highlighted 
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COURTYRRD 


area. Use the crank two times 
on the panel to push the statue 
away. Now you can get round 
and actually move It onto the 
highlighted area. Doom book 
two will be your reward. 

DOOMED 

Return to 83, a storeroom, and 
put away the crank.Take Doom 
book one. Keep at least empty 
three slots and go back to 84. 

Move to the left 
and use the lift 
to go up to the 
fountain area 86. 
From your inven¬ 
tory select both the Doom 
books and then turn them 
around so that the pages are 
facing you. Now press the 
Action Button and they'll open. 
Match the medals to the appro¬ 
priate ends of the fountain to 
reveal a set of stairs. Take the 
herbs from around the fountain 
before you descend. 

Going down 
the stairs and 
into the lift will 
bring you out in 
Room 87 - Lab 
Bl. Once here, 
walk around the 
corner Ignoring 
the door for now, and go down 
the ladder. 

In Room 88 there'll be a stor¬ 
age box. So take the pistol and 
any other weapons with ammo 
you still have and head through 

















whereabouts. Aiming 
upwards, shoot them down 
onto the floor. They have a 
quick recovery time, so be 
ready to shoot them twice 
more to kill them. If they do 
manage to get back onto the 
ceiling, you'll have to move 
pretty fast to avoid their 
slashing claws. Whatever hap¬ 
pens, don't let them get close 
enough to 'hug' you, as you'll 
take massive damage. 


YRWN: 

THE RETURN 

The snake is back! This time 
it's the final battle to the 
death. And more than likely, 
you'll be the one who dies the 
first couple of times. When 
you meet him you should have 
about 12 -16 rounds of the 
Colt left. Run to the far end of 
the room and turn to face the 
oncoming snake. The only 
thing to do now is stay put 
and let rip with everything 
you have. Aim for his head 
and keep healing yourself 
with herbs and he should kick 
the bucket before you do - 
just about! 


THE TYRRNT 

The final boss looks awesome, 
but sadly doesn't prove as 
tough the first time out. Load 
up the Colt and when he's far 
enough away turn and shoot 
him once or twice. Now run 
away before turning and let¬ 
ting off a couple more rounds. 
After about six hits, he'll 
drop. When you meet him 
again there's little point in 
trying to kill him, so keep run¬ 
ning away until Brad drops 
the rocket launcher which is 
the only weapon capable of 
finishing the Tyrant off. It's 
best to run in straight lines 
across the helipad and when 
he runs to swipe at you, 
change directions to avoid 
his claws. 


to Room 89. Three zombies will 
be waiting to greet you, so if 
you're a bit strapped for ammo 
you should try dodge 'em. 
Otherwise use the Colt or shot¬ 
gun as you'll only need three 
bullets to see them off. Get the 
MO Disk from the desk at the 
end of 89 and then go down. 

CRYPTIC CODES 

Don't bother killing anything 
when you emerge. Go into 91 at 
the bottom of the stairs and 
then Into 92. Press the red 
switch to turn on the lights and 
then take the researcher's 
letter. Read it to get the log-on 
codes and passwords. 

Look at the painting and note 
the names of the people. Move 
the bookshelf and press the 
switch to activate the ultravio¬ 
let light. Look at the painting 
again and then use the codes to 
decipher the password on the 
researcher's letter. A clip is in 
the box next to the sink and also 
a green herb. Leave the room. 

Work your way on to 93, 
killing any zombies you come 
across - they still only take a 
single shot. 

Start up the computer and 
enter your name as John and the 
password as Ada. Select floor 
B2 to open and you'll have to 
enter another password. Enter 
Mole and the door on B2 will be 
^ opened. Now open B3 before 

closing down the machine. Pick 
up the slides from the floor and 
move out and back upstairs. 

HRVE WE MET? 

Go back up the stairs and into 
Room 94. 

Use the slides on the projec¬ 
tor and on the pictures of the 
research team. One of them Is a 
familiar face! You should also 
acquire a security system file. 
Open the panel on the wall to 
^ the left and hit the switch to 

move the wall panel. Get the lab 
key and return to 90. 

Run to Room 95 dodging or 
killing the slow but deadly zom 


bies. Use the lab key on the lab 
door and discard the key. 

Inside a zombie will be 
directly in front of you. There's 
also one behind each corner. 
Room 96 is a storeroom - inside 
is an ink ribbon. Magnum 
rounds and a herb. Save and 
take the shotgun and Magnum 
and one MO disk with you. 

Now go to Room 97. 

First get the shells and the 
red herb. Position the two 
boxes so they cover the grates 
in the floor, without stepping 
on the switch. The stairs should 
then be pushed over the 
switch. Go through the air duct 
into Room 98. 

Use an MO disk on the pass¬ 
word machine In the corner of 
98 to get Password Two.Collect 
the Magnum rounds from the 
shelf. Leave and be ready to 
shoot If you haven't already 
seen off all of the zombies. Go 
back to the save room and load 
up on herbs. 


ZOMBIE CENTRRL 

Run to the end of Room 91 and 
use the password on the termi¬ 
nal by the door. Go to the 
opposite side of the level and 
activate the power panel 
before making your way into 
Room 99. 

Get Password Three from the 
terminal that Is tucked around 
the corner. Obviously killing 
the ceiling hunters as you go! 
Then go Into Room 100 and the 
main generator room. Activate 
the terminal on the left-hand 
side and run out. Look out for 
any of the hunters that you did 
not kill on the way through. 

Equipped with the MO disk 
and a suitable weapon go into 
Room 101. Four zombies will be 


waiting. Get the fax from the 
frame on the wall and use the 
MO disk on an output machine 
to get Password One. Go out 
and back to the password ter¬ 
minal at the end of 91 and enter 
the rest of the codes. 

Use the final two codes to 
open all of the doors and go to 
room 102 where you'll find Jill 
locked In her cell. Return back 
to Room 95, round the corner to 
the lift and Rebecca should join 
you. You'll probably need a full 
round of the Magnum or shot¬ 
gun and extras if possible. 

Go up the lift and Wesker will 
reveal his true identity and the 
reason he's in the mansion - the 
Tyrant. Kill the Tyrant and then 
go to the computer terminal to 
unlock the door. Then take the 
lift down. 


THE FINRL 
SHOWDOWN 

Head back to Room 102, free 
Jill and keep an eye out for cell¬ 
ing hunters. 

Go back upstairs and the 
place is heaving with zombies! 

If you have the ammo now's the 
time to get rid of them. Con¬ 
versely just run around them. 
Make sure you have a couple of 
open inventory spaces! Get to 
Room 87 and go through the 
emergency door that is right 
next to you as you emerge from 
the ladder. Run through the 
long passage and pick up the 
battery and put It in the socket 
to power up the lift. Take the 
flare from the box next to lift 
and use it anywhere on the 
Heliport. Await the return of 
Tyrant. Keep running away until 
Brad drops the rocket launcher. 
Fire this up and pump the suck¬ 
er full of lead! 
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Blymfiie Saeeer 

D espite its simplistic appearance, Olympic Soccer's playability has toppled the 
likes of Adidas Power Soccer and Actua Soccer from the top of the PlayStation 
league. Now, courtesy of US Gold's Chris Dolman, prepare to become a veri¬ 
table Cantona of the championships via our exhaustive tips and tactics. 




CENERRL PLRYINC TIPS 

L— 

DISTRIBUTION 


WING PLAY 


You won't get very far in this 
game by acting like Maradonna 
and going on lengthy solo runs. 
Even the most inept teams are 
capable of making half decent 
tackles so the more you pass It 
around the further you'll 
progress. Also, every 
player has a different 
set of attributes, 
which is important 
to remember when' 
trying out some of 
the more gruelling 
actions. It could be 
that while one player 
seems slow and weak on 
the ball, another will perform 
the same move with all the grace 
and style of Eric Cantona. It's 
■< not too important to know 
where all your players are on the 
pitch - just a quick glance at the 
® scanner and a tap on the pass 
button whilst facing 'roughly' in 
^ ;,the right direction will send the 
^ ball skimming across the turf to 
the team-mate you are aiming at. 


One of the best ways of creating 
scoring opportunities is to play 
the ball along the wing. As well 
as just passing the ball between 
your players until you get a clear 
space on the wings, the 'shoot' 
kick can be used to leave the 
defenders looking dazed 
and confused. When 
you are deep in your 
own half, just shoot 
the ball at medium to 
maximum power and 
height (depending on 
how deep you are) and 
start running towards it. 
Because the shot is power¬ 
ful, It will usually take a while for 
the opposition players to start 
running back. This will give you 
plenty of time to either line up 
for a shot or cross the ball into 
the box. You can do a similar 
move with the 'pass' kick, which 
is more accurate than the 'shoot' 
method. If you are already on 
the wing and running down the 
line, just tap the pass button and 



send the ball hard and fast along 
the ground to roughly around 
the opposition corner area. If, 
however, you have the ball in 
the midfield area and want to 
send a player down the wing, 
just pass the ball diagonally for¬ 
ward where It will should roll to 
a stop just short of the sideline. 


INTERCEPTION 


There's a trick to intercepting 
almost every goal-kick or drop- 
kick the opposition keeper 
makes. When the goalie is 
about to take the kick, place 
one of your own men next to 
the player that the keeper is 
going to kick the ball to (where 
the cursor is placed). As soon as 
he makes the kick, start running 
away from him in the opposite 
direction. Now, just as the ball 
starts to drop to the ground, 
run back towards the player you 
were standing next to and jump 
as if to head the ball. If your 
timing is right you should meet 
the ball before the opposition 
player and head it back towards 
their goal. 

"" ONE-TWO 


The fanciest way of passing - 
play the ball along the ground to 
your team-mate then tap the 
pass button again just before it 
reaches hinri. You will resume 
control over the original man as 
soon as you hit the button and 
your team-mate will send the 
ball straight back into your path 
as you sprint up the field. If you 
press the 'chip' button before 
the pass reaches your team¬ 
mate, he will actually lob the ball 
over your head as you charge 
towards the goal. Both these 
moves will split the defence, but 
don't try them if you have anoth¬ 
er player just ahead of you, as 
the return pass will not be effec¬ 
tive. Once you've perfected this, 
try running into the ball and hit¬ 
ting it on the volley. Scoring a 
goal from a 'chip one-two' is 
absolutely amazing. 



TACKLING 

Tackling is a major part of the 
game, and mastery of the well- 
timed slide move is essential. A 
lot of the time you can just run 
into the player at full speed and 
barge him off the ball. This Is all 
very well until you try it on a 
player who is physically strong¬ 
er, in which case you are in for a 
pasting. Alternatively, you could 
try a last ditch 'sliding tackle' 
but if you time the challenge 
badly, or go in too hard, the ref¬ 
eree won't hesitate in showing 
the red or yellow card. Coming in 
with this move from behind is 
also likely to get you booked 
unless you get as close to the 
player as possible before sliding 
into the back of him. Against the 
skilful teams like Germany and 
Brazil, it's advisable to pass the 
ball as soon as you have stolen it 
as the stronger sides are extrem¬ 
ely good at recovering from a 
tackle and snapping at your heels 
to recover It. When the opposi¬ 
tion attack your goal area, never 
go in from the front with a slid¬ 
ing tackle. If you miss, your de¬ 
fender will be left sitting on his 
back-side on the edge of the box 
and the attackers will have a 
clear shot at goal. Instead, wait 
for as long as possible until the 
attacker runs close to one of your 
men. Now is the best time to 
make the tackle, although run¬ 
ning into them and 'barging' 
them off the ball is a safer option 
if you don't want to risk giving 
away a penalty. 

THE BACKHEEL 


Try using the backheel move 
(effected using LI) as much as 
possible. It's a really good way 
to make space and get out of 
tight spots when surrounded by 
defenders. Don't worry If you 
can't see a team-mate behind 
you to receive the pass as one 
usually appears from off-screen 
in the nick of time. A good way 
to make room for a shot at goal 
is to lure the defender out on to 
the sidelines and then backheel 
the ball towards the box. 
Hopefully one of your men will 
be there to take advantage of 
this opportunity. 


INTO SPACE 


When passing the ball it's not a 
good idea to set up camp and 
wait for it to land in your lap. If 
you don't sprint towards it as it 
approaches you, the defender 
marking your player will have a 
good chance of stealing the ball. 
Your marker is also likely to 
make a sliding tackle the second 
you touch the ball, so try to 
make a sharp turn to the left or 
right as soon as you gain posses¬ 
sion. If the opposition player 
does make a serious challenge 
you should be able to spin round 
and lose him completely. 















CENERRL 
SCORING TIPS 


POT SHOTS 

Olympic Soccer's goalkeepers 
are pretty good so you'll have to 
work pretty hard get a shot past 
them. But, like real football, it's 
always worth taking the occa¬ 
sional pot-shot from a long way 
out. The keepers don't usually 
react to these shots until very 
late so the best way of scoring a 
screamer is by bending the ball 
away from him and putting it as 
close to the stantion (the very 
top corner of the goal) as possi¬ 
ble. Against some of the less 
skillful teams, just performing 
this move aimed at the post will 
be enough to leave the goalie 
with nothing but a handful of 
fresh air - and you one goal clos¬ 
er to ultimate victory. 


THE THROW-IN TACTIC 

It is possible to score directly 
from a throw-in if you can get 
your man in the right position. 
When you get a throw-in that's 
near the box, throw it long and 
high towards the goal and try to 
get a player underneath it. Once 
he's in place, hold down the 
header button and aim the D- 
pad towards the goal. This 
should produce a 'bullet-header' 
that hammers Into the back of 
the net. This type of goal is hard¬ 
ly ever saved, no matter how 
good the keeper, but it's tricky 
to get your player positioned 
underthe moving ball. 


VOLLEYS 


One of the most spectacular vol¬ 
leys you can score is from a cor¬ 
ner. When the ball cursor 
appears position it over the 
small semi-circle on the edge of 
the box so that your player walks 
over to this spot. Now take the 
corner by hitting the • button 
and immediately press the ■ 
button to line up the receiving 
player. When the ball is about an 
inch from your man hold down 
the ■ button while pressing the 
Dpad towards the goal. If timed 
correctly this move will unleash a 
volley that should curve into one 
of the bottom corners of the 
goal and leave the keeper with 
no chance. This move can be exe¬ 
cuted with you player anywhere 
in or around the box but this 
position gives the most accurate 
and deadly results. 





Although the auto-cross func¬ 
tion is great for the novice play¬ 
er, you have no control over 
where the ball will go which will 
limit your choice of shots. 
Players skilled In the art of con¬ 
trolling speed and direction will 
get more satisfaction out of 
chipping the ball into the box 
themselves. This will unfortu¬ 
nately make lining the move up 
impossible, but the rush you get 
when you score a spectacular 
goal without the aide of any 
automatic devices is well worth 
the additional effort. 


AUT0-CR055IN6 

Easily the biggest factor in scor¬ 
ing from crosses and corners is 
the ability to get a man on the 
ball and give yourself a fighting 
chance of scoring. If you cross 
the ball in using the pass or chip 
moves you will have to rely on 
skill and.timing to get your play¬ 
er to the pass. However, if you 
are taking a corner or using the 
auto-cross function (R2), you can 
use the 'chest'move (via the ■ 
button) to automatically line 
your man up with the ball. This 
will give you more tim^ to wind 
up for ahammer shot into the 
back of the net. As soon as the 
corner kick or cross has been 
made press the 'chest' button to 
line up the receiving player with 
the ball. When the ball has 
almost reached your man press 
and hold down the 'shoot' but¬ 
ton for maximum speed as he 
blasts it past the keeper. 


BICYCLE KICK 

Definitely the hardest way of 
scoring, requiring a great deal of 
skill and practice. As the ball 
floats in, turn your man away 
from the direction you want to 
kick it and hit the A button. 
Holding down the button will 
produce the best results as far as 
speed and power are concerned, 
but be careful not to turn you 
man too soon or he will go jog¬ 
ging off into midfield. 




m 



ROUNDING ^ 


Arguably the most difficult way 
to score is by taking the ball 
around the keeper and slotting it 
into an empty net. As you near 
the six-yard box, the keeper will 
charge towards you and dive for 
your ankles to grab the ball. 
When you see him dive, spin on 
your heels and run in an arc 
around his body. Make this move 
fast though, as it doesn't take 
him long to recover and return to 
his original position. Alternativ¬ 
ely, if another striker from your 
team has followed you into the 
box you can simply nudge the 
ball across to him as the keeper 
dives, leaving him free to blast it 
into the back of the net. Both of 
these goals are spectacular when 
successfully executed and well 
worth having a go at every now 
and then. 


_ HEADING _ 

Heading is probably the safest 
bet on scoring from a cross or 
corner with loads of control over 
the direction of the ball. If you 
decide to take this easy option 
(shame on you) be sure to hold 
down the button so that you bul¬ 
let-header for maximum speed 
and power, and don't forget to 
aim the ball into the corner away 
from the keeper. Another tactic 
is to position the cursor on the 
goal line* and send the nearest 
players diving in for a very 
flukey touch. 


FREE KICKS 


_ INDIRECT 

As well as blasting the ball as 
hard as you can, you can play a 
neat little chip into the box for 
your team mates to pick up and 
shoot from. They will have auto¬ 
matically positioned themselves 
strategically for a shot at goal so 
hitting the X button will make 
them run into the path of the 
ball leaving you to press either 
the header, volley or overhead 
kick button at the right moment. 




DIRECT 


Free-kicks work in exactly the 
same way as normal controls 
where you can either chip, shoot 
or pass the ball into the path of 
your player. If a free-kick is 
awarded anywhere near the box 
don't even think about blasting 
through the wall as the ball will 
simply bounce back away from 
the goal. One way to combat this 
is to take the cursor wide of the 
wall and bend the ball as much 
as you need. You could also try 
lifting the ball slightly as you 
bend it to put the ball into the 
top corner of the net. Be careful 
not to apply too much lift when 
shooting as any kind of after¬ 
touch will have disastrous 
results. If you are far enough out 
you can even try shooting the 
ball over the wall, but this is very 
tricky as the crossbar tends to 
get in the way a bit. 


DEFENDING AGAINST 
FREE-KICKS 


Defending free-kicks is not easy . 
at all, especially against some of 
the sharp shooters from teams 
like Germany, Brazil and 
England. As well as trying to 
head the ball out of danger when 
the kick is taken you can choose 
to add or take men away from 
your defensive wall using the X 
and ■ buttons. You can place up 
to seven men in the wall, which 
should keep any direct shots 
from hitting the mark, however 
this will leave you very light on 
defenders should the ball 
rebound to one of the attacking 
players in the box. You could 
choose to disband the wall alto¬ 
gether but this is not advisable 
against the more skillful teams. 
Ideally you should have five men 
in the wall and just keep belting 
the header button in the vain 
hope of clearing the ball as it 
comes in. Alternatively, position 
a player behind where the shot 
marker is, and run and jump as 
soon as the ball is kicked - in a 
similar method to intercepting a 
goal kick. 




























film stars, 

sporting personalities, comic 
strip heroes... there was a time 
when yoa couldn’t switch on a video 
games system without some famous 
face ur ether leering out at you. 
Su where did they all go? 


Adam Peters picks up 


R esearch means 

different things to 
different people. In the world of 
science it involves slaving away over a 
microscope and test tube for 12 hours a 
day. In the world of PlayStation Plus, 
research means going down to the basement and 
digging out an old games magazine. 

The mag, picked at random, is almost five years 
old. Inside is a Top Ten software chart. Four of the 
titles in the chart are compilations. These are the 
other six; Terminator 2, Final Fight, Manchester 
United Europe, Hero Quest, Teenage Mutant Hero 
Turtles and Viz. Licensed games every one of them; 
film, coin-op, football team, board game, 
film/comic strip, adult comic. 

Five years on, take a look at the PlayStation 
shelves and you'll be hard pushed to find any 
licences at all, apart from coin-ops which don't 
really count because they're games to start off 
with. We've got Alien Trilogy, soon we'll have Die 


Hard Trilogy. That's more or 
less it, chartwise. 

So what happened? Have licence holders 
wised up to the games industry and started asking 
for more money? Has the industry wised up to the 
fact that an awful lot of the licensed games of yore 
were a pile of crap? Are Nineties game players, par¬ 
ticularly in the older PlayStation market, too 
sophisticated to translate a photo of Schwarze¬ 
negger on the box into a reason for purchase? 

We think that licensed games are cool, as long as 
it's the right licences. With this in mind, we picked 
out seven products that we think would make 
interesting games. We assembled a panel, repre¬ 
sentatives of four software houses plus the man 
from Sony. We spoke to the licence holders and 
tried to find out who might be interested. But 
before the auction begins, let's check out the cre¬ 
dentials of our panellists. What experience of 
licences do the companies have? And, more impor¬ 
tantly, are they ready to repent for their past sins? 


the trail. 





m: Simon Smith Wright 


A few years ago there was a licensing free-for-all 
in the games industry. Telly shows and every 
film you can think of and half a dozen more 
came in video game form. Even 
McDonalds were involved in two titles^ 
one featuring old clownface himself. 

Licences dominated^ but unfortunately the 
majority of them were poo. So what^s 
changed between then and now? Five 
leading lights of the games industry 
'fess up. 


You're just about the only company still doing licences, 
aren't you? 

"I wouldn't have thought so. Our catalogue is half 
and half, maybe slightly less licensed products." 


So what licensed games have you got coming up? 

"There's Space Jam, licensed from the forthcoming Warners 
m with Michael Jordan and the Loony Tunes characters. 

We've got a lot of sports licences; WWF, NBA. They're not the 
same as old school licences." 

Which comes first, the licence or the game? 

What's changed is that now people know they need to work together. You 
can't sell any old game with a licence slapped on it, there needs to be a good 
game there. Licences do help with marketing. If there are two identical 
wrestling games and one's got a WWF licence then a kid who likes 
WWF is going to buy that one." 

Isn't it the case that sometimes more money and effort has been 
put into acquiring a licence than into writing a decent game 
to go with It? 

'm sure some people have been guilty of that. 
Whether we have, I don't know. I'd hope not. 
People think a movie licence is the easiest 
thing in the world to produce, but it's not. In 
past games like Judge Dredd and Batman 
Forever \Ne worked very closely with the film 
production house, digitising the actors using 
motion capture techniques. We tend to work more 
closely with the film companies now than we did in 
the past. We all know that games sell through word of 
mouth rather than marketing, so a poor quality game 
won't sell, regardless of any licence." 

Isn't there always a risk of games being rushed to coincide with the release 
of the movie? 

It's very rare from Acclaim's experience that the game and film have ever 
come out together. Batman Forever came out three months after the film and sold 
really well. Look at Alien Trilogy - there hasn't been an Alien film for years, but the 
game is selling phenomenally because it's a brilliant game. This proves that the qual¬ 
ity of the game makes more different than the timing of the release." 

How much of a gamble is involved in signing up a film licence? 

"It's a big gamble. The main reason you're seeing less film licences now is the devel¬ 
opment times. On the SNES and Megadrive it took maybe nine months to develop a 
game. As the PlayStation is a new technology, game development times at the 
moment are 18 to 24 months. We're at the stage where all we have to go on when 

we sign up a film licence is the 
script. We often don't even 
know what actors are going to 
be in it. The film could bomb 
and that wouldn't be good for 
the game, but that's the risk 
we take." 


You got 0 





















acean: Stem Hey 


Tell us about Ocean's licences... 

"We've done a lot of them in the past. Much of Ocean's success has been built 
on licences. We did Rambo: First Blood, the first ever movie licence. We licensed 
a lot of American products. We did the first Simpsons game, for instance. We've 
had a lot of success with licensed games. Jurassic Park is one of the biggest selling 
games of all time. It was also the first million dollar licence. Nowadays a lot of software 
houses pay that much for a film licence and no-one blinks an eyelid." 

You're not doing many licences now, though. Is this a deliberate policy? 

"Yes, we're trying to build up our own properties; TFX, TFX Military and Worms. We're con¬ 
tinuing those series. We are still doing licences, we've got Mission: Impossible coming out 
on the Nintendo 64 and PC next year. We've also recently announced that we've got the 
UEFA licence from next year onwards. We're going to do a series of games on the 
PlayStation and PC, using the licence the same way Electronic Arts use their FIFA licence. 
There are fewer licences as we're concentrating on our own products. These days we'll only 
licence something if we think it can make a successful game. Ocean, like a lot of other peo¬ 
ple, has been guilty in the past of letting a licence carry a game. There's no game compa¬ 
ny that hasn't been guilty of that." 

Is there any excuse for the 
dreadful licensed games 
we've seen in the past? 

"A good licence was always 
a good seller, so there was 
the temptation to not put enough 
effort into the game engine. People were buying a licence then going to developers and 
telling them they had to write the game in six months to tie in with the movie. They were 
on tight deadlines and couldn't put much Into it. People in the games industry started 
using terms like 'Interactive movie'. Films were sexy and good to have as licences. We for¬ 
got that films were passive experiences and games were active. The games industry knows 
its own worth now. We've got the movie industry coming to us now, making films out of 
Doom and Super Mario Bros. Film companies are getting involved in games publishing, 
we're seeing companies like Fox Interactive and Dreamworks springing up." 

Which comes first, the licence or the game? 

"With movies it's normally the licence that comes first. With 
the UEFA licence, the two came together by coincidence. We 
were in negotiation with UEFA. Meanwhile, Ocean France 
were working with a company called Power & Magic on a soc¬ 
cer game. The game arose separately to the negotiations, but 
when we saw it we knew it would work really well with the 
UEFA licence." 


Is it a case of quality rather than quantity now? 

"I hope so. Alien Trilogy is brilliant. Die Hard looks like 
it's going to be really good too. From Ocean's point 
of view, we're using our Hanna Barbara licence, 
Zoiks, really imaginatively. You see very few dud 
movie licences now. As the licensers become more 
knowledgeable, they are becoming more demand¬ 
ing about the quality of the games." 


So tell us about Micro Machines... 

"We never buy a licence then cobble togeth¬ 
er a game, we always have the game first. 
Then we think about how best to market it. 
Micro Machines was originally called Cali¬ 
fornian Buggy Boys. That's what it would have 
been called if we hadn't been working with 
Galoob on the American distribution of the 
Game Genie [Codemasters' game cheat 
device]. Galoob make the Micro Machines 
toys and it all developed from there. It was a 
unique twist for us and worked very well." 


Only kids know about the toys? Is the licence 
still valid in the PlayStation market? 

"My perception of Micro Machines is that 
they are an amusing toy for 12 year-olds, but 
suddenly they have got a cult following 
amongst twenty year-olds. Now they have 
started doing miniaturised versions of vehi¬ 
cles from Star Wars and Star Trek, so the toys 
are becoming collector's items." 

What other licences have Codemasters got? 
Sporting personalities. There's Sampras 
Tennis, and we've got Jonah Lomu Rugby 
coming up. We always go for real 
sports people. Someone like Agassi 
will en-dorse anything, but Sampras 
tends not to. He's a real tennis player 
but we managed to get him to endorse 
our product. Having a name makes it easier 
to push the game through the trade, retail 
and the press. It also creates a brand identi¬ 
ty. Sampras Tennis is Codemasters Tennis." 

Was Sampras involved in the production at all? 
"We haven't physically done anything with 
him in our studio, we took film of him playing 
and used it to electronically recreate his 
moves. He sees the graphics and if he doesn't 
think it accurately replicates his movement 
he'll suggest changes. Different peo¬ 
ple have different amounts of input. 
We're just starting to work with 
Jonah Lomu, the rugby player. Jonah 
is a games player - he's got a 
Megadrive. He talked about Micro 
Machines. He's played rugby video 
games and pointed out things he thinks have 
been wrong in previous titles. He's had lots 
of suggestions." 

How much of a gamble is a licence? 

"It has to be a gamble, but we wouldn't buy a 
licence if we didn't think we could make 
money from it. We never pay more than the 
licence is worth, we wouldn't give Sampras a 
ridiculous amount like two million quid. 
£50,000 or whatever. That may eat away 20p 
from our profits, but we'll absorb that for the 
profile and extra sales we should gain." 

There so few licensed games today. Why? 
"People are looking more carefully at where 
the game is. It was really bad three years ago 
when the licence was not being used - no 
plot or characters - just a beat-em-up 
with a film logo on the front. Games 
players are not that stupid any more. 

There were a lot of licences coming 
out in '93 and '94 that were a pile 
of shit. Customers got burned and 
it's sad that software houses 
thought they could profit like 
that. People have got wise. 

These days a big licence is no 
guarantee of big sales." 


Codemasters: 
Richard Eililf 
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hldn Wellsman 


Trainspotting, Eurotrash, /.oac/ed magazine, 
Guinness, Pegs, Topless Darts and the 
Church of England. Are these licences the 
future of PlayStation gaming? Find out 
what our panel think over the page... 


Got any hot licences then? 

"To be honest, we haven't got much in the way 
of licensed games at the moment. We're start¬ 
ing to get into the sports market with the NHL 
hockey licence. We've still got some relation¬ 
ships with Disney, porting the games we've 
already done (Aladdin and The Lion King) to 
other formats. That's about it, though." 


Is it easier to market a licensed game? 

"In some ways, yes. Licences will always sell. 

The main buyers of licensed products are kids, 
the people who will buy lunchboxes with a 
licence on are the ones who will also buy a game 
because of the licence. Licences are more 
expensive to buy now because of their previous 
success. A lot of the big media companies are 
starting to get into the games market them¬ 
selves now - Time Warner, Disney, etc. There's 
less reason to sell a licence when you can make 
the game yourself. A lot of games they develop 
don't get to the market on time, so they don't 
bother releasing them. That's having quite 
some effect on the number of licensed games 
out there." 


Any other reasons for the lack of licensed games? 
"Owners of 32bit games machines and PCs tend 
to be older and so less inclined to buy licences, 
though things like Star Wars appeal more to that 
age group. There have been so many disastrous 
licensed games in the past that retailers and 
journalists have become cynical of licences. 
Software houses are more wary of doing 
licensed games now." 


Where did all the film licences go? 

"In the past, so many film licences were 
crap. Someone got hold of a licence but did 
not have time to do anything decent with it. 
So now, even if you bring out a good 
licensed game, you still suffer from that stig¬ 
ma of past disasters." 

Is timing important to the marketing of a 
licensed game? 

"You are going to see things becoming more 
synched up. Within Sony, the film and game 
development will link up at the script stage. 
We can do that now because we have the 
mainstream credibility that the Sega and 
Nintendo 16bit machines didn't have. The 
timing needs to come together. Look at 
Independence Day, the film's out now but the 
game won't be here until next year. That's 
not good enough, is it? It's ironic really that 
at the time the quality of the licensed games 
is rising, the market timing isn't working." 

Are games going to start having a strong 
enough brand identity that we no longer 
need licences? 

"We were talking about this 
in the office recently with 
relation to Tekken 2. Tekken 
sold over a million copies in 
Japan, because over there it's an estab¬ 
lished brand. The PlayStation is at an 
early stage, it's going to grow much big¬ 
ger. Games like W/pEot/t will estab 
-lish their own branding. 

Personally I'd go for an original 
game every time. Licences are 
all right just as long as it really 
is a good game. Frankly a 
licence is a good hook, but if 
the game is shit, you've shot 
yourself in the foot." 


_ iMAY WELL BE THE 

BIGGEST MOVIE OF 1996^ BUT THE GAME 
won't BE AROUND UNTIL 1997- 
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the liceesei games that 
we want to see... 




You can stuff your 
Schwarzenegger^ 
bin your Batman 
and do something 
beginning with F 
to your FIFA. It's 
1996^ kitsch is 
king. Lad culture 
is here. Beer^ 
boobs andj er^ 
Bibles. Over the 
next three pages 
we focus on the 
seven products 
that PlayStation 
Plus believes^ 
however wrongly^ 
could be the 
smash hit game 
licences of 1997 
and beyond. Why 
do we think that? 
What sort of game 
do we want to 
see? Is the licence 
holder ready to do 
business? Will our 
panel of four 
industry experts 
be reaching for 
their cheque¬ 
books? And would 
Lord Sony ban the 
game? These are 
the questions^ and 
those (over on the 
right) are the 
answers. 





Trainspotting 


A couple of years ago, 
you could film your¬ 
self on a camcorder 
doing the weekly 
shopping, and before 
you'd loaded the 
fridge, someone like 
Acclaim would have 
thrust a contract in 
front of you. Today, the biggest British 
film in years has yet to show any sign of 
making it onto a video game. Okay, so the 
plot of the movie is a little dicey; bloke 
takes heroin, bloke gives up heroin, bloke 
tries to sell a shitload of heroin to the 
man who wrote England's 1994 World 
Cup song. But unlike the Scottish football 
team, you could still make a game of it, 
couldn't you? 


Item TO sat 

Annie Garwood, Reed Books: "Obviously 
we'd look at any proposals we received 
and discuss them with the author, looking 
at what was being offered. Having said 
that, it seems unlikely at first thought 
that something like Trainspotting would 
come out on a medium like video games." 


Item TO BOY 

Simon Smith-Wright, Acclaim: "I haven't 
seen the film, but I understand it's quite 
bleak with a strong message. We'd need 
to do the game in an original way, we 
wouldn't want to do it just as a hip thing 
without incorporating the film's message. 
That's a difficult one." 

Richard Eddy, Codemasters: "I'd love to do 
a Trainspotting game. We could approach 
a game the same way they approached 
the film, taking the most enjoyable sec¬ 
tions of the book as small scenarios. There 
would be a lot of work involved and 
everyone would have a problem with the 
drugs element, but it shows both the 
good and bad aspects." 

Steven Hey, Ocean: "We'd have do a 
shoot-em-up." 

Simon Jeffrey, Virgin: "We'd love to do it, 
as long as we could go all the way. It 
would need to be incredibly fast, an 
arcade game rather than an adventure. 
Adventure games require thinking and 
Trainspotting doesn't." 


liaHCTTOKIll 

Alan Wellsman, Sony: "Trainspotting focuses 
on dangerous issues, but the film was 
aimed at the same market as the 
PlayStation, so I don't see why someone 
couldn't do a game. As long as it wasn't just 
about trying to score heroin, though it's 
difficult to imagine what else it could be. 
The film and book were brilliant, but as a 
game it would probably be complete crap." 



Enrotrash 


A leather clad 
grandmother beats 
a whip against a 
wall, an old sailor is 
painting a picture 
with his own crap, 
while a couple of 
German blokes run 
around in their 
underpants. It's either a party at the fea¬ 
tures editor's house or it's the latest 
episode of Eurotrash, a thirty-minute 
weekly burst of filth on Channel 4. We 
want a game featuring the Romeo 
Cleaners (ugly near-naked Germans) trav¬ 
elling the continent in pursuit of the sex- 
mad and the clinically insane. And we 
want it now. 

llEtMetTOSEll 

Graham Moore, RapidoTV: "There are con¬ 
voluted contractual agreements between 
us and Channel 4. We both have rights in 
the show, but we're more keen on the 
promotion aspect so any approach should 
be made through us. Perhaps the game 
could be a Eurotrash tour? It would cer¬ 
tainly be very different to the other 
games out there. We're very keen on 
being approached. If it's going to make us 
money, we're well up for it." 

IICEHCETOBUY 

Simon Smith-Wright, Acclaim: "I haven't 
really watched it, but it sounds brilliant. 
Very workable. Lots of media interest, 
lots of PR potential." 

Richard Eddy, Codemasters: "I'd love to be 
involved in a Eurotrash title. It would be a 
very funny experience to play once. It 
could be quite hilarious and I worry that 
the hilarity would overtake the gameplay. 
Rather than a whole game. Eurotrash gives 
you ideas of things to put in other games. 
The secret character in Sampras Extreme 
Tennis, a rubber-clad Miss Whiplash type, 
owes a lot to Eurotrash " 

Steven Hey, Ocean: "Richard would have a 
field day with Eurotrash. It's cool, there 
are two great characters there. We'd have 
the licence tomorrow, just use lots of 
FMV of Ocean France's offices." 

Simon Jeffrey, Virgin: "An interesting one. 
Less of a game, more a multimedia non¬ 
sense with lots of buttons, hot areas, and 
things to do. Plenty of full motion video. 
The problem is that outside the UK, no- 
one would want to buy it." 

IIEEHEETOKIII 

Alan Wellsman, Sony: "Eurotrash on the 
PlayStation makes total sense. I don't 
know about the actual game content, but 
we wouldn't have a problem with the idea 
of a Eurotrash game." 
























Bumess I Church of [uolaml 


There were Chupa Chupps lollies plas¬ 
tered all over Zoo/, Penguin biscuits 
galore in James Pond and even a whole 
game based on 7-Up {Cool Spot). That was 
In the old days, when games systems were 
marketed at kids. Now, on the altogether 
more adult PlayStation, how about a 
game based on Ireland's finest export? 
You could even combine the brewery and 
publishing sides of Guinness within the 
same game. Firstly your character would 
drink several pints of the black nectar and 
then he'd attempt to become the world's 
tallest man. 

UCiHEfWSlll 

Carl Lyons, Guinness: "Guinness is always 
interested in new opportunities for pro¬ 
moting its brands. Computer games are an 
opportunity we have considered. The tra¬ 
ditional difficulty is the danger of appeal¬ 
ing to under-18s, which we clearly would 
never do. However, with the continued 
growth of adults using home computers 
and games, this is arguably less of a prob¬ 
lem now." 


It's the biggest club in the land, with 40% 
of the population claiming membership, 
though far less go to the weekly meet¬ 
ings. Games publishers could focus on the 
Church itself, its political squabbles and 
in-fighting, or base their game on the 
many action scenes in the Bible. You start 
off controlling Three Wise Men, racing 
your opponent's shepherds across the 
desert in pursuit of a star. Later levels 
feature tricky puzzles like trying to feed a 
hill full of people with only a French stick 
and a tin of sardines. 

lICmTOSEll 

Steve Jenkins, Church House: "It's possible 
that the right game could attract a nod 
from someone at the C of E, though the 
Church as a body tends not to endorse 
things. Would it be blasphemous to fea¬ 
ture Jesus in a video game? It depends 
how he's featured. Jesus has been por¬ 
trayed in various ways in the past, from 
the Sistine Chapel to Spitting Image. 
There's nothing inherent in video games 
that says Jesus couldn't be featured." 


IIEEHEEJOBUY 

Simon Smith-Wright, Acclaim: "I don't 
think it's possible. I wouldn't make a 
game out of Guinness as its image 
changes with the whim of marketing peo¬ 
ple, from a man dancing round a pint to 
that Louis Armstrong track. You'd be hard 
pushed to find out what Guinness means 
and turn It into a game. If they pay us lots 
of money they can be on an advertising 
hoarding in one of our sports games." 
Richard Eddy, Codemasters: "With 
Guinness you're getting dangerously 
close to an interactive movie. You'd be 
wobbling in front of a pint of Guinness, 
wobbling from left to right trying to drink 
it. For most people Guinness just means 
those adverts of a man dancing round a 
pint. I think Guinness Is best left 
to college bars, where it can 
gather dust." 

Steven Hey, Ocean: "There 
might be ethical problems, but 
drink is no stranger to games. It 
can be done. It would be dark 
and mysterious, a brooding 
gothic affair. Resident Ew7 with 
a wry sense of humour." 

Simon Jeffrey, Virgin: "I'd love 
to do a Guinness game. It would 
be an adult adventure game. 

There's a lot of Guinness fans 
here at Virgin, that's for sure." 

UEEHEEWmi 

Alan Wellsman, Sony: "An alcohol- 
related game would definitely 
have to be an 18 certificate." 



UEEHEETOBIIY 

Simon Smith-Wright, Acclaim: "Fantastic. I 
like that one. I'd do a C of E game but it 
wouldn't be very nice, political with lots 
of nasty elements from the past, like the 
Spanish Inquisition. An Edgar Allen Poe 
style game where you throw people Into 
Medieval Hell and call the game The 
Church of England. I wouldn't do a serious 
C of E licence. Who do you market it 
towards; mums, dads and vicars?" 

Richard Eddy, Codemasters: "It would be 
very linear. You get up on Sunday morn¬ 
ing, go to church, read the Order of 
Service. The same thing every week." 
Steven Hey, Ocean: "No-one has ever 
done a Bible licence. You could do a series 
of RPGs, there's loads of stuff in there. 

You'd have to start with the 
New Testament. There are 
loads of special effects in the 
^ Old Testament (parting seas, 
etc) that would really push 
the PlayStation to the limit." 
Simon Jeffrey, Virgin: "No 
ay. Absolutely not. Frankly 
there are a lot more fans of 
[^Guinness here at Virgin than 
of the Bible." 

UEEHEETBKIll 

Alan Wellsman, Sony: "We have 
a company edict that religion is 
one of the things we don't 
touch ourselves, but if a soft¬ 
ware house wanted to release a 
C of E game we wouldn't have a 
problem with it." 



loadeB 

The biggest publishing success story of 
recent times. Loaded magazine has tapped 
into a vein, found traces of blood in the 
alcohol, and kept on tapping. The combi¬ 
nation of gung-ho attitude and extreme 
drunken lechery makes for a perfect 
PlayStation title. Playing a Loaded 
reporter, you travel the globe, completing 
dangerous tasks of survivalism, scoring 
bonus points for drinking beer and pho¬ 
tographing women's cleavages. 

IIEEHEEJBSEII 

Piers Townley, Loaded: "I think we proba¬ 
bly would be interested, depending on the 
rough sum of money being offered. 
Possibly a very visual role-playing shoot- 
em-up, not involving shooting but just 
going on rampages round the Loaded 
offices. A race against production sched¬ 
ules, being chased by designers, mad mar¬ 
keting people and James, the mad con¬ 
troller. It would have to be an 18 certifi¬ 
cate, but perhaps we could do a cartoony 
version for kids." 

IIEEHEETBBBY 

Simon Smith-Wright, Acclaim: "We would 
not use a Loaded licence. The magazine 
covers every aspect of lad culture, but if 
we were going to go for a game based on 
lad culture we'd probably look at a Men 
Behaving Badly licence." 

Richard Eddy, Codemasters: "What could 
you do? Drink beer and shag birds? Better 
in real life I think." 

Steven Hay, Ocean: "There would be defi¬ 
nite ethical questions, it would probably 
be some sort of bikini orientated porn 
thing with Pamela Anderson In it. A point- 
and-perv adventure. Loaded is just a UK 
product though, and to do a licence it has 
to be known at least across Europe." 

Simon Jeffrey, Virgin: "The possibility has 
been spoilt now that Gremlin have 
brought out a game with the same name. 
Loaded magazine is the sort of licence that 
every publisher will say they'd like to do, 
but few would have the balls." 

UEEHEETBKIll 

Alan Wellsman, Sony: "Loaded is our natur¬ 
al home and our natural partner. We all 
advertise there and do our PR there, so we 
wouldn't have a problem with it as a game 
licence at all." 



























Pass 


Those multi-coloured crisps might not 
taste very nice, but they are the biggest 
kids' craze for years. If the video games 
industry is serious about attracting 
younger people to the PlayStation, a 
game licensed from the cardboard circle 
cult would be perfect. Now that UK dis¬ 
tributors Waddingtons have stopped 
stocking Pogs, a video game is just the 
boost the phenomenon needs. You 
wouldn't even need to program a game, 
just bung ten blank PlayStation discs in a 
box and let people play with them. Giant 
black Pogs. Cool! 

uemrasai 

Dex McFadden, World Pog Federation: 
"We'd be very interested. I don't know 
what sort of game it would be. I'm not a 
video games producer, but I know it'd be 
really neat." 

uomraBUY 

Simon Smith-Wright, Acclaim: "You'd have 
to make the game as addictive as Pogs 
themselves. If you could capture that 
addictive nature, it would be very prof¬ 
itable, although the PlayStation market is 
too old at the moment." 

Richard Eddy, Codemasters: "I have no idea 
what one does with a Pog. I know you get 
them in crisp packets, but we tend to just 
throw them across the room. Perhaps we 
could release a Pogs Take Your Eye Out 
simulator. Two characters stand at oppo¬ 
site sides of the screen and try to gouge 
someone's eye out throwing Pogs. It 
would have to be a £2.99 budget 
Spectrum game." 

Steven Hey, Ocean: "To develop some¬ 
thing really original would take 18 
months, by which time Pogs will have 
gone the way of the Rubik's cube. Had we 
had Mystic Meg vision two years ago and 
realised these little cardboard discs 
would infiltrate kid's minds so heavily, 
we'd have thought about a game. Now 
it's out of the question." 

Simon Jeffrey, Virgin: 

"No, I think by their 
very nature Pogs are a 
short term craze. They 
will be in newsagents for 
years to come, but their 
mass market appeal will be 
very short-lived." 

imenami 

Alan Wellsman, Sony: 

"Possibly in '97, after the 
Christmas purchases. At the 
moment the PlayStation isn't 
really selling to that age group. 

A Pogs game might make the 
machine look a bit naff." 


Topless Sorts 


It's the hottest new sport to have hit our 
screens since televised Subbuteo. Topless 
Darts is the flagship program of cable sta¬ 
tion Live TV. For those who haven't seen 
it, two sexy ladies with no tops on throw 
darts at a dartboard on a beach some¬ 
where. They tend to miss the board, but 
that's okay because they've got no tops 
on! Phwoar! This would make for top 
quality video games entertainment, 
though it's important to make sure all the 
joypad controls can be enacted using only 
one hand. 

UCEHCITOSEU 

Peter Scott, Live TV: "Yes we would con¬ 
template licensing a game. The game 
would involve taking your top off and 
playing darts. Or perhaps the game could 
involve travel. We film Topless Darts 
everywhere; Australia, Spain, California... 
Top comedian Jimmy Frinton does the 
commentary and he could provide some 
for the game. News Bunny could make a 
guest appearance, though obviously he 
wouldn't be topless. It's wholesome 
entertainment in the style of the Carry 
On... films. Good clean fun, not like the 
gory violence you see in some Sony 
games, which frankly disgusts me." 

UCEHCETOBSr 

Simon Smith-Wright, Acclaim: "I'm not 
sure it would make much money, there's a 
very small consumer base. It might have 
potential as an adult game." 

Richard Eddy, Codemasters: "Could we 
include Lunchbox Volleyball in a multi¬ 
sports compilation? Those shows on Live 
TV last about ninety seconds and people's 
enjoyment of the game would last just 
about as long." 

Steven Hey, Ocean: "We'd draw the line at 
Topless Darts. Maybe we could do a sports 
compilation with Misshapen Frisbee 
Throwing and Championship Caravaning. 
Wincey Willis would introduce it and it 
would be called Very Bizarre Sports." 

Simon Jeffrey, Virgin: "Darts 
and titillation are a 
fatal combination in 
this industry. Games 
that have gone for 
boobs (eg Strip Poker) 
have been disastrous, 
and has there ever been a 
successful darts game? 
We'll give it a miss." 

IICEHCETBIIIII 

Alan Wellsman, Sony: "If 
Sega can get away with Sea 
Bass Fishing, I don't see why 
we can get away with 
Topless Darts." 




So what have we learned? Rapido TV and 
Channel 4 both have a say in any Eurotrash 
licence. Waddingtons Games have 
stopped UK production of Pogs because 
"the market has reached saturation 
point"; in other words, people don't need 
to buy them when they get them free with 
chocolate and crisps. Irvine Welsh, author 
of Trainspotting, doesn't have an agent 
and he's disappeared off to India for a few 
months without leaving a contact number. 
Licensing a game from one of these prod¬ 
ucts would take a bit of cross negotiation, 
a meeting with the fearsome World Pog 
Federation, or an expedition to Goa. 

But could these seven products really 
come out as licensed games? Not quite 
yet, says Alan at Sony: "If you're talking 
about 1998, with the size of installed user 
base we'll have then, the world is your 
oyster. Next year it will still be the core 
users, but by '98 any of those seven prod¬ 
ucts could come out as games, and I'm 
sure some will." 

So if it takes 18 months to develop a 
game, now's the time to start shopping. 
Which products have particularly caught 
our panel's eye? Come Easter '98, when 
you're have another crafty waggle on 
Topless Darts - the game, just remember 
whose idea it was in the first place. Find us 
and kill us. 



Simon Smith-Wright, Acclaim: "Church of 
England. It just opens up so much poten¬ 
tial to explore new areas. I don't really 
think of it as a licence, though." 

Richard Eddy, Codemasters: "Trainspotting 
as the game of the film. I'd like to say 
interactive movie, but that would be an 
insult to the creativity of Irvine Welsh. 
Eurotrash for the ideas." 

Steven Hey, Ocean: "I'd like to have a go at 
a Church of England one. 

You could h; 
with that." 

Simon Jeffre 
" Trainspottii 
one of thos( 
movies that 
will always 
remember, i 
never lose 
it's 

appeal." 

Alan 

Wellsman, 

Sony: "It v 
between L 
and Eurotr 
me, but mi 
that's part 
down to my 
media bias. 


fiaal Seare 


Church of England... 

2 VOTES 

Trainspotting... 

1.5 VOTES 

Eurotrash... 

1 VOTE 

Loaded... 

0.5 VOTES 

No-one voted for Guinness, Pogs or Topless 

Darts. The Philistines. 
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Next Month 

Hew PlayStation Plus will also 
have the eentent worthy of its 
stunning new apgearanee, as 
Street Fighter Alpha 2 rolls in 
fnr preview alongside the likes 
of little Big Adventure 2, and 
Buts and Barters, while well 
also he featuring reviews of 
WIpFout 20ai finsi Bom 
Burning Boad, Mayhem, Merla 
Andretti Baeing, and ^rmet 
Bverkill. 

But, host of all, PWMm 
Plus will he the first magaiine 
togehehindtheseeneef 
BremlWs brightest fnrthenm- 
ing title ~ the all-aetion, all- 


Playstation Plus has always been 
the essential independent guide to 
the PlayStation, hut we’ve never 
been ones to rest on our laurels. 

So start counting the days in 
preparation for the regenerated 

PlauStatinn Plus 


Yolunc 2 1-:;. 

PlayStation Plus is selling out fast, so resem a eepy of Uie ultimte goiSe 
to ne PlayStation by banding tbe following form Into your tonal oewsagoot 


Please reserve me a eapy of PlayStation Plus; 

name ... 

Address. . 
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I have recently purchased a PlayStation after' 
months of deliberation. Finally, the price 
came dov\/n low enough and I purchased a 
machine with three games and two joypads 
for a very reasonable price. Then I ventured 
off to town, intending to buy a game or two 
for my new machine. After reading your 
review of Resident Evil and seeing the awe¬ 
some screenshots, I was quite impressed with 
the capability of the machine. I was aware 
that the game had been put back several 
months, so I thought there would be plenty 
of others available with the same amazing 
graphics. I went into my local branch of 
Electronic Boutique and after a few moments 





I think the PlayStation is contracting a dis¬ 
ease called Saturnpsychosis. Symptoms are 
that racing games must be identical to Sega 
Rally (ie Burning Road) and cars must look 
exactly like those in Daytona USA (now trans¬ 
forming themselves into the vehicles in 
Destruction Derby 2). Also, joypads are shap¬ 
ing themselves into ones similar to Saturn 
pads - giving you a Saturn feel when playing 
these games. 

Meanwhile, my mate keeps winning in 
Doom Deathmatch and I'm getting stressed 
out. Any cheats for winning at Deathmatch? 




N M Papworth, Southampton) 


J I find myself either kissing or kick 


mg my PlayStation (metaphorically. 


people in the games business, the 


anyway). Don't get me wrong. I'm 
'j/ over the moon with its capabilities, 
but with some of the games I've 
bought. I've experienced slips in 
speech and sound, and paused pic 
tures. When this happened in the 
middle of Actua Soccer, I just had to 


general public 


Incidentally, are there going 


to be any football management 


games due for release? 




write In. I've heard a rumour that 


of browsing, an assistant asked if I wanted 
any help. He was very helpful and after ascer¬ 
taining that I didn't want Doom (yes, I believe 
him when he went on about how wonderful it 
was) I chose two games I would like to see 
working. Krazy Ivan and Magic Carpet. Krazy 
Ivan was loaded up and I stood awed as I 
watched the opening sequences. "My God," I 
thought. "This is the game for me." As I am 
sure anyone else who has seen this game will 
agree, that opening sequence is really 
pretty impressive. 

Then: shock, horror - the game started. I 
was faced with a game that would have 
looked more at home on the SNES. It looked 
almost the same as Mech Warrior. I felt cheat¬ 
ed. "Okay," I said, "show me Magic Carpet." 
That was loaded and I skipped the fancy intro 
to see what the actual game was like. While 
It looked very good I asked the assistant 
what the game's aim was? To this he replied 
"You fly around a lot and shoot things." 

Oh. 

My reason for writing Is that after many 
years of being a SNES owner and finally 
upgrading to the latest technology, I feel 
somewhat apprehensive parting with up to 
£50 for the latest game, if I could play the 
same for a lot less on the SNES. Why do soft¬ 
ware companies put so much time and energy 
into the opening titles and not the game 
itself? I agree that some of the PlayStation 
games have excellent graphics, but is this just 
a handful and are there loads more rubbish 
ones? I just hope and pray that Resident Evil is 
going to be worth It. 


(UNJSnTISFIED 

CUSTOMERS 


(Waft? . 


QUICKIES 

As Final Doom is due out soon (fingers 
crossed it'll be by the autumn), do you think 
there's any possibility that, from the original 
shareware version of Doom, the new one will 
feature five difficulties - including 
Nightmare? 


I Just wondered if the best footie game ever. 
Sensible World of Soccer, will be coming out 
on the PlayStation soon? 

Wa\/nA 


playstation@cix.compulmk.co.uk 
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w agree enaugh) 

EyUi h pretty fantastfc. 

km orrfy got 73% from m, 
Wkatmg that wfrlte it'f good, 
there are a Jot better garner 
that varrety otrt there. And the 
shop assf!?tant probably wasn't 
dolngi yoy f o r the g amo| any favoy rs 
Wit' b^soTfbo Msgk Carpm (90%) fni 

l^lURX 5yoh simphstk tormfv ft's a bit hke 
putting a skateboardi next to a 
Ftrarrl amd suggesting that 
beeayse they both, have wheels, 

' there's no difference between 
them m ''they can both move yoy 
from'A to i/' 


Send your views and comments to; 
Plus Points^ 

PlayStation Plus, 

Priory Court, 

30-32 Farringdon Lane, 

London, 

EC1R3AU 


Apologies to Mark Lancod, whose Plus 
Points letter in Issue 10 on product 
placement was accidentally attributed 
to another writer. 


After reading Issue 9 of PlayStation Plus, I 
realise I've fallen in love with the PlayStation 
even more. 

At the moment, I don't actually own a 
PlayStation but after saving for a while I feel 
now's the time to get a machine and a few 
games. Everything else, from the Megadrive 


to the Phillips CDi all lacked 
that something. The Sega had \ 

good gameplay but relatively ’ 

poor graphics, while the 
Phillips had great graphics but poor 
gameplay. Mix the two and it seems to 
me you come up with the utterly bril¬ 
liant Sony PlayStation. My first four 
purchases will have to be Ridge Racer ^ 
Revolution, Formula 7, Transport 
Tycoon and the very good looking 
Resident Evil. 

Hopefully, in a couple of months 
or so. I'll be writing again, giving 
you my opinion from one of the real 


PLUS POINTS 



























PLUS POINTS 





world with this problem... far from it, in fact 
So, is it simply a problem of cleaning the 
lens, or should I take it back now, as it's still 
under warranty?j 


I Brntt, Pommotrth 

Slipago (picture breaks at the edge of walls, 
racetracks etc) is a fairly common problem 
with PlayStation games, but doesn't really 
affect the playability. If your machine is 
pausing a great deal though, or crashing, it 
might be worth getting it looked at before 
that warranty dissolves. 


! ■ ^ ’ ments, Stephen, As a 19 year-old, you are 
indeed deemed capable of making your own 
decisions, but the 18 certificate is there both 
- ^ to protect younger people and also Virgin 
themselves. If Resident £v/7 was accessible to 
everyone, those who do object to scenes of 
violence would be able to complain vocifer- • 
ously and, as schlock horror film buffs will 
attest, loud voices carry a lot of weight. Too 
many complaints and we won't see any 
future games like Resident Evil at all. In an 
ideal world, censorship wouldn’t be neces¬ 
sary, but we're living in the real world. Surely 
it's far better for the industry to seek out 


CENSORSHIP (PT oo ) m 

I was planning to buy Resident Evil until I 
found out that Virgin have decided to cut theT^i; 
game for its PAL reincarnation. Therefore, I 
have that the only way to gain satisfaction 
from a purchase of this game is to get one on 
import - a very irritating procedure over here 
in Ireland. 

Personally, I find it unacceptable that 
Virgin have developed a desire to leave cer¬ 
tain sections out of the final product, for a 
number of reasons. 

Firstly, if the game carries an 18 certifi¬ 
cate, it means that Virgin should acknowl¬ 
edge the fact that their potential customers 
are not children, are not people that will get 
nightmares from computerised graphics get¬ 
ting dismembered, or crap themselves just 
because some animated image has its head 
bitten off, or the head is left rolling across a 
floor. Just that the game will be violent and it 
will be very gory. So why not let the game 
run as it is? It's not as if someone will go 
loopy or breakdown because of a little extra 
realism, or a little extra blood dribbling. 

Secondly, since the game is to be cut, it 
means that, once again, PAL PlayStation 
owners are going to get the short end of the 
stick in the games world. Don't we have 
enough to put up with enough shite? We 
already pay £50 for a game that moves slow¬ 
er, has squashed-looking graphics, has black 
borders on-screen and takes longer to reach 


-A ? 


the public than its NTSC counterparts in 
Japan and America. 

Thirdly, and most irritatingly, someone has 
decided to take the liberty of claiming that 
the game is not suitable in certain places for 
me to view. I am 19 years-old, above their 
age limit, and I think I am old enough to 
decide for myself if I want to see extreme vio¬ 
lence. Whatever happened to the right to 
choose? I don't think I will be affected by 
drawn graphics mauling each other. ^ 

Sure, Resident Evil \N\\\ be tense during pla^T 
but I feel that rendered graphics will never 
fully portray the experience of really carrying 
out the actions they represent, especially 
since they're being controlled by a joypad. A 
bit of plastic with buttons linked into a tele¬ 
vision screen does not properly convey an 
experience in reality. Virgin - don't bend to 
censorship, please. 


FOR E3 

Your E3 report in Issue 10 J 
was absolutely brilliant. No ^ I 
problem justifying the \ I SH 

expense of travelling all 
that way, I have never ■ f 
read a games magazine ^ f 
containing such an enor- 
mous article on a subject, 
loads of info, heaps of sur- 
prises and, most of all thirty- ) 
some pages! Not your normal } 
paltry four or five, that makes j ^ ^ 

you want to go out and by anoth- j 4^ 3 

er magazine afterwards to see if j ^ B ^ 
there is anything the former ; < 

had missed. \ * i ^ 

Switching subjects. Fade to , I 1 

^/ack - I went straight out and 
bought it after reading your i 

review. You said it was good, but j \ 
that's like saying beer is nice, bit i 
of an understatement if you ask . * ' 

me, its fantastic! If Resident Evil Y 
is going to be better, I can’t wait, 
because Fade to Black is blowing my socks of 


Rsvisvtrick, si-mc\ii . 


Well done lads, the magazine has had a great 
first ten months. But now, some questions: 

1. When exactly is Resident Evil coming out? 
I'm always seeing release dates being put 
back or knocked off altogether. 

2. Is there any chance of a price cut on the 
first games that came out on PlayStation 
such as WipEout and Ridge Racer, surely it 
would encourage more sales? 

3. What has happened to the PlayStation's 
advertising, why isn't it there anymore? 

4. Remember the cover CD you had on Doom 
in Issue 3? Well why don't you do a 

cover CD every month, with demos of the 
best games in it every month? 

5. Can you play International Track and Field in 
two player mode without the multi-tap? 
Thanks a lot for answering these cos' I really 
needed the information. 


The most frequently asked questions 
of the month are, once again, met 
with straight answers. 

Vm a big fan of the ‘oldie but 
goldie’ compilations 9 such os 
Nomco Museum Vol. 1 and 
Williams Rrcade Classics. Con 
you tell me if any other soft¬ 
ware houses are looking to 
string a few of their older 
games together? 

Namco's Museum series is set to span 
five CDs (with each featuring a different 
letter from their name on the cover), and 
the next, fourth edition is said to fea¬ 
ture PACLand among its five titles, while 
the superb Metrocross is said to be the 
star of the final collection. Similarly, 

^ Acclaim'sdeal with Taito which 
^ brought us Bust-A-Move 2 is going to 
bring Bubble Bobble and Rainbow 
, gi’: Islands to the PlayStation, with Probe 
i A handling the coding of the former, and 
k V Amiga veterans Graftgold doing the 
I 2 honours for the far superior sequel. 

I \ Also in the pipeline is an Irem compi- 
I i lation with Kung-Fu Master and Ten- 
I Yard Fight and a crappy race game 
■ whose name escapes me, but a PAL 

release has yet to be confirmed. We also 
^ hear that the likes of Corf and Phoenix 
H may appear on a shoot'em up CD, but 
f there is no news of who is planning to 
[j release it. 

^ Whoi has happened to Cool 

Spot Coes To Hollywooda I sow 
it in the first issue of your mag- 
I azine ond was quite impressed. 
NoWg a year later, l”m still wait¬ 
ing. When is it due? 

Virgin's isometric platformer is indeed 
looking very tasty indeed, but the 
developers are keen to make it as good 
as possible so it has been put back time 
and time again to add new touches to 
the code. Virgin have recently taken 
delivery of a new batch of code, and are 
said to be very pleased with the result, 
and Cool Spot Goes to Hollywood should 
finally reach the shops nearer Christmas, 
making it one of the most delayed 
games ever. 

I am a massive football game 
fan, and have bought all the 
recently-releosed titles. 
However, I have still yet to find 
a game good enough to rival 
155 on the Super NE5, what 
new ones are on the cards? 

If you're a fan of ISS {International 
Superstar Soccer) for the Super NES, you 
be pleased to learn that Konami are 
planning a PlayStation version. 
Alternatively, EA have FIFA '97 on the 
cards. Ocean have secured the EUFA 
licence for a game being developed in 
France, while it is rumoured a sequel to 
Striker \s being planned, and that US 
Gold are looking into a second stab at 
the football cherry. 









Perfect 


"kombat"- abilKy 


£I99.»+ £W.«|=£|99.99 


Excmsm 

PACKWCimES: 
UK PlayStation Madime 
Sony Joy pad Demo Disk 
FREE mortal Kombat 3 game 
(TOTAL SRP £249.98) 
UmiTED STOCKS 


BUY WITH CONFIDCMCC 

who, why, what, where, when? 


PLAYSTATION DIRECT LIMITED ... the name is self 
explanatory.. our commitment is solely to the SONY 
PlayStation market. We are allowed and authorised to use the 
name of the most popular CD console machine, because our 
commitment to this market place was instigated 9 months 
before the official UK release. 

We are the only official mail order company in the UK that 
solely supplies SONY PlayStation products. Ail our machines 
and games are official UK released products. All machines 
carry a SONY 1 year warranty. We pride ourselves in the 
following: 

• FIRST RATE PRODUCT KNOWLEDGE • EFFICIENT SERVICE 

• EXCELLENT PRICES • OBTAINING THE GAMES FIRST!! 

• FREE GIFTS WITH EVERY ORDER OR ON REQUEST (SAE REQUIRED) 

• RAPID DELIVERY SERVICE • NO MEMBERSHIP PAYMENT 

We get the games first...but more importantly we supply YOU with 
them first!! 


You have chosen the best CD console technology... now choose the 
best mail order company for that product... 


PLAYSTATION • DIRECT TO YOUR DOOR 


SPECIAL OFFERS 

MK001 OHicial UK PLAYSTATION MACHINE 

MK002 Official UK PUYSTATION MACHINE + MORTAL KOMBAT 3 

WHTHOROERm A mCHlHi FROMPUYSTATIORDIRECT WE mU OFFER YOU THE 
DISCOmED FACKABES * YOU WIU BET A FREE CARRY CASE 
MK003 Official UK PLAYSTATION MACHINE i MORTAL KOMBAT 3 + SONY MEMORY CARD 

MK004 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + SONY JOYPAD 

MK005 Official UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 ^ SONY MOUSE 

MK006 Official UK PUYSTATION MACHINE i MORTAL KOMBAT 3 + SONY CARRY CASE 

MK007 Official UK PUYSTATION MACHINE i MORTAL KOMBAT 3 i M/PORT SCART LEAD 

MK008 OHicial UK PLAYSTATION MACHINE i MORTAL KOMBAT 3 + LINK CABLE 

MK009 OHicial UK PLAYSTATION MACHINE f MORTAL KOMBAT 3 4 NAMCO NEGCON PAD 

MK0010 OHicial UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 ^ MADCATZ ST/WHEEL 

MK0011 OHicial UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 f Any pdirecf £39.99 game 

MK0012 OHicial UK PLAYSTATION MACHINE + MORTAL KOMBAT 3 + Any pdirecf £49.99 game 


PLAYSTATm 

YOU 

DIRECT 

SAVE 

179.99 

20.00 

199.99 

mOWING 

49.99 

217.99 

57.00 

222.99 

52.00 

222.99 

52.00 

214.99 

54.98 

207.99 

56.99 

209.99 

54.99 

234.99 

54.98 

249.99 

74.98 

234.99 

59.98 

239.99 

59.98 


ACCESSORIES 

PRICE 

PRICE WHEH 
ORDERED WITH GAME 

AC001 

SONYJOYPAD 

24.99 

22.99 

AC002 

SONY MEMORY CARD 

19.99 

17.99 

AC003 

SONY MOUSE 

24.99 

22.99 

AC004 

SONY MULTITAP 

29.99 

27.99 

AC005 

SONY OFFICIAL CARRY CASE 

19.99 

14.99 

AC006 

SONY LINK CABLE 

19.99 

17.99 

AC007 

SONY EURO SCART 

29.99 

27.99 

AC008 

NAMCO NEGCON PAD 

34.99 

32.99 

AC009 

ASCIIJOYPAD 

29.99 

27.99 

AC010 

ASCIIJOYSTICK 

49.99 

47.99 

AC011 

MAD CATZ STEERING WHEELS 

59.99 

52.99 

AC012 

JOYPAD EXTENDERS 

4.99 

3.99 

AC013 

RFU UNIT 

14.99 

9.99 

AC014 

PDL MULTIPORT SCART CABLE 

9.99 

7.99 

AC015 

PDL LINK CABLE 

12.99 

9.99 

AC016 

PDL PHOND SCART CABLE 

3.99 

1.99 

AC017 

ANTISTATIC CLEANING CLOTH 

2.99 

1.99 


AVAILABLE HOW!! 

PRO PINBALL 

AVAILABLE AUGUST 

BUST A MOVE 2 

BLAST CHAMBER 

FATAL FURY 3 

MARVEL 2099 

SKELETON WARRIORS 

WATERWORLD 

ACTUA SOCCER 

PSYCHIC DETECTIVE 

3D DECATHALON 

CASTLEVANIA2 

BROKEN SWORD 

FIGHTER AHACK 

MELT 

SLIPSTREAM 

WEREWOLF ; THE 

ADIDAS P/S SOCCER 

RAYMAN 

A TRAIN 

CENTRECOURT 

BUSTER BROS 

FINAL FANTASY 7 

MICRO MACHINES 3 

SMASH COURT TENNIS 

APOCALYPSE 

AGILE WARRIOR 

RESIDENT EVIL 

ACTUA GOLF 

DESTRUCTION DERBY 2 

COLLECTION 

FOXHUNT 

MIDNIGHT RUN 

SOUL EDGE 

WILD 9's 

AIR COMBAT 

RIDGE RACER 

ALIEN ALLIANCE 

DIE HARD TRILOGY 

CARNAGE HEART 

GHOST RIDER 

MINDSCAPE GOLF 

SOVIET STRIKE 

WWF ; IN YOUR HOUSE 

ALIEN TRILOGY 

REVOLUTION 

AOUANAUTS HOLIDAY 

DOWN IN THE DUMPS 

CASPER 

GUN LAW 

MONSTER TRUCKS 

SPAWN 

X - FILES 

ALONE IN THE DARK - J6 

ROAD RASH 

CHEESY 

DRAGONS LAIR 

CHAMPIONSHIP POOL 2 

HARDCORE 4x4 

MONSTERS FARM 

SPEED KING 6 

X COM; TERROR FROM 

ASSAULT RIGS 

SAMPRAS EXTREME 

CHRONICLES OF THE 

FIRO AND KLAWD 

CHOPLIFTER: FINAL 

HARDWAR 

MOTOR CROSS 

SPIRAL SAGA 

THE DEEP 

CHESSMASTER 30 

TENNIS 

SWORD 

GEAR N GUTS 

MISSION 

HEXEN : BEYOND 

MOTOR TOON 2 

SPOT GOES TO 

ZOIKSI! 

CRITICOM 

SHELLSHOCK 

FORMULA 1 (FI) 

GENDER WARS 

CLANDESTINY 

HERETIC 

MYTH ADVENTURES 

HOLLYWOOD 


0 

SHOCKWAVE ASSAULT 

FRANK THOMAS 

MYST 

COLLIDERZ 

HMS CARNAGE 

NANOTEK WARRIOR 

STACKERS 

AVAILABLE NOVEMBER 

DEFCON 5 

SLAM N JAM 

BIGHURTBASEBALL 

NASCAR RACING 

CONTRA - LEGACY OF 

INCREDIBLE HULK 

NBA IN THE ZONE 2 

STAR CONTROL 3D 

ACTUA POOL 

DESCENT 

SPACE HULK 

GALAXIAN 3 

NBA JAM EXTREME 

WAR 

INCREDIBLE TOONS 

NECRODOME 

STAR GLADIATOR 

ALADDIN 

DESTRUCTION DERBY 

STARFIGHTER 3000 

NAMCO MUSUEM VOL 1 

Q.A.D 

CRASH BANDICOOT 

INCREDIBLE IDIOTS 

NHL HOCKEY 97 

STAR TREX; 

ATHANOR 

DISCWORLD 

STREETFIGHTER ALPHA 

NFL OUARTER BACK 97 

RAW PURSUIT 

CREATURE SHOCK 

IN SPACE 

PANDEMONIUM 

GENERATIONS 

COMMAND AND 

DOOM 

STREETFIGHTER THE 

OFFENSIVE 

SIM CITY 2000 

CRIME CRACKERS 

INT SOCCER STARS 

PERFECT WEAPON 

STARWINDER 3D 

CONQUER 

EXTREME SPORTS 

MOVIE 

ONSIDE SOCCER 

SPACE JAM 

CRIME WAVE 

DELUXE 

PINK AND THE BRAIN 

STEEL HARBINGER 

FIFA 97 

FADE TO BLACK 

STRIKER 96 

PROJECT OVERKILL 

SUPERSONIC RACERS 

CROW 2: CITY OF 

INTERSTATE 76 

PITBALL 

STREET RACER 

FINAL DOOM! 

FIFA 96 

TEKK 

RETURN FIRE 

SWAG MAN 

ANGELS 

IRON AND BLOOD 

PITFALL 3D 

SUIKODEN 

GOLDEN NUGGET 

GEX 

THEME PARK 

RISE-RESURRECTION 2 

SYNDICATE WARS 

CRYPT KILLER 

IRON MAN/X-0 

POWER RANGERS 

SUPER KICK BOXER 

INDEPENDENCE DAY 

GUNSHIP 2000 

THUNDERHAWK 2 

SLAYER 

TILT 

DARK FORCES 

MANOWAR 

PINBALL 

SURREAL 

KINGS FIELD 2 

HI OCTANE 

TOSHINDEN 

TEKKEN 2 

VICTORY BOXING 

DARK STALKERS ; 

JET MOTTO 

PROJECT RALLY 

TEMPEST 2000 

KONAMI LINKS GOLF 

IMPACT RACING 

T0SHINDEN2 

TIME COMMANDO 

VIPER 

VAMPIRE WARRIORS 

JETFIGHTER2 

PROJECT X2 

TEN PIN ALLEY 

MARCO POLO 

INT TRACK N FIELD 

TOTAL NBA 

TOKYO HIGHWAY 

WIPEOUT 2; 2097 

DARKNET 

JOHN MADDEN 97 

OUAKE 

TENKA 

MEGAMAN 3 

KRAZY IVAN 

TRUE PINBALL 

BATTLE 


DEADLINE 

JUMPING FLASH 2 

RACE AND CHASE 

TERMINAL VELOCITY 

MISSION IMPOSSIBLE ; 

LOADED 

VIEWPOINT 

TOP GUN 

AVAILABLE OCTOBER 

DEADLY SKIES 

KILLING TIME 

RAGING SKIES 

THE FALLEN 

THE FILM 

MAGIC CARPET 

VIRTUAGOLF 

TUNNEL B1 

ADVANTAGE TENNIS 

DEMON DRIVER 

KUMITE:THE FIGHTERS 

RAVEN PROJECT 

THE TICK 

MORTAL KOMBAT 

MICKEYS WILD ADV 

WARHAWK 

X-MEN CHILDREN 

AH-64D LONGBOW 

DISCWORLD 2 ; 

EDGE 

RAYMAN 2 

TIGER SHARK 

TRILOGY 

MORTAL KOMBAT 3 

WILLIAMS ARCADE 

OF ATOM 

ALIEN VS PREDATOR 

PRESUMED MISSING 

LANDS OF LORE 

REBEL ASSAULT 2; 

TOBAL N01 

PGA TOUR GOLF 97 

NBA IN THE ZONE 

CLASSICS 


ANDREHI RACING 97 

DISRUPTER 

LAST NINJA 

STARWARS 

TOMB RAIDER 

T2; I'LL BE BACK 

NBA JAM 

WING COMMANDER 3 

AVAILABLE SEPTEMBER 

APOLL013 

DRAGON HEART 

LETHAL ENFORCERS 1 

REBEL MOON RISING 

TOY STORY 

TOTAL NBA '97 

NEED FOR SPEED 

WIPEOUT 

ACTUA TENNIS 

AVI EVOLUTION GLOBAL 

DREAM TEAM 

LETHAL ENFORCERS 2 

RED ASPHALT; ROCK 

TRANSPORT TYCOON 

WING COMMANDER 4 

NFL GAMEDAY 

WORMS 

ARC THE LAD 

BALL BLAZER 

BASKETBALL 

LIHLE BIG 

ROLL RACING 2 

TWISTED METAL 2: 

ZERO DIVIDE 2 

NHL FACE OFF 

WWF:WRESTLEMANIA 

BLAM! MACHINE HEAD 

CHAMPIONSHIP 

DUKE NUKEM 

ADVENTURE 2 

RELOADED;LOADED 2 

WORLD TOUR 

ZORK ; NEMESIS 

OLYMPIC GAMES 

X-COM ENEMY 

BOGEY;DEAD 6 

BATMAN FOREVER 

EARTHWORM JIM 2 

LOMAX IN 

RDADRAGE 

VANISHED POWERS 


OLYMPIC SOCCER 

UNKNOWN 

BRAINDEAD13 

BEDLAM 

ELEVENTH HOUR 

LEMMINGLAND 

ROBOTRON X 

VEHE ; SAN FRANSICO 

AVAILABLE OECEMBER 

PANZER GENERAL 

ZERO DIVIDE 

BUBBLE BOBBLE 

BEYOND THE BEYOND 

ESCAPE FROM LA 

MAGIC; THE GATHERING 

SAMURAI SPIRITS/ 

THRILLS 

SENTINENT 

PGA 96 


TRILOGY 

BLOOD OMEN; 

EXHUMED 

MAJOR DAMAGE 

SHOWDOWN 

VR POOL 

Release dates subject 

PRIMAL RAGE 


BUBSY3D 

LEGACY OF KAIN 

EXTREME SPORTS 2 

MARVEL SUPER HEROES 

SHINING SWORDS 

WARHAMMER 

to change 


**** ALL GAMES ARE £39.99 **** free gift with every order 

WEEKLY DISCOUNTS AND SPECIALS ON SELECTED TITLES - JUST CALL! 


playstation 

DIRECtC 


MAIL 

ORDER 

DIRECT 

ON 


01442 279700 

217 LONDON ROAD • APSLEY • HEMEL HEMPSTEAD • HERTS HP3 9SE 

PRICES SUBJECT TO CHANGES WITHOUT NOTIFICATION E & OE 


Cheques/Postal Orders payable to: 

Playstation Direct Limited 

Postage & Packing 

SONY PLAYSTATION MACHINE £7.00 
Software and Accessories FREE 

10 TELEPHONE LINES III ^ I 
O|ienl0a.iii.-7p.m. 
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